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~ You can’t get your hands on Troy’s playbook 
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But you can get your hands on a few key pages. 





Troy Aikman NFL’ Football’ 


Like Page 7, Troy’s “Pitch”, the play that 
turned the Bills into four-time losers. And Page 
21, Troy's favorite —“Lookie”, the one that's 
made a lot of NFL cornerbacks consider a career 
change. 

With Troy Aikman NFL™ Football™ you get the 
best of Troy’s favorite Superbowl winning, defense 
spinning, top secret, confidential, straight-from- 
the-Cowboys-playbook plays. 

And if Troy’s favorites on top of more than 50 
offensive configurations aren’t enough for you, 
with Troy Aikman NFL Football you can custom 
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design your own plays. Even custom design 
your whole team. A unique reserve budget, 
“Team Setup”, lets you allocate team funds. 
So if you want a grind-it-out ball-control 
offense, invest in a monster line and a power 
fullback. You want a smothering defense, 
throw your linebackers a couple mill. 

Troy Aikman NFL Football gives you 
everything you need to build a winning team. 
Especially Troy’s exclusive straight-from-the- 
Superbowl champion Cowboys’ 
playbook plays. 


* 
ee 2 eo 
« «* 


* 
«eee 





You don’t just get any offense, you get Troy’s Only Troy’s game lets you control your team's 
offense, with Troy’s favorite plays. Now budget. Beef-up your offensive line, secondary 
you're headed for the Super Bowl! or any other position—just like the pros! 


Troy Aikman NFL™ Football ©1994 Leland 
Interactive Media, licensed to Tradewest, Inc. 
WY by Leland Interactive Media. Sega™ and 


Genesis™ are trademarks of Sega Enterprises, Ltd. all rights 
reserved. Nintendo™ and Super Nintendo™ are registered 
trademarks of Nintendo of America. NFL™ is a registered 
trademark of NFL Properties, Inc. and the National 

Football League. 
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34......... The Incredible Hulk 
(Genesis) 
40......... Time Trax 
(Genesis) 
60.......... The Jungle Book 
(Super NES) 
62........Peace Keepers (Super NES) 
66.......... Tempest 2000 (Jaguar) 
68.......... 7th Guest (CD-) 





sapotiacd Spider-Man and the 


'FOpICs |! (Nintendo) 
(Arcade) 


X-Men in Arcade’s 
Revenge (Game Gear) 
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Mansion of Hidden 
Souls (Sega cp) 





Fighter’s History (Super NES) 


58 Make fighting history of 


Super Street Fighter i 
(Genesis and Super 
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your own using our char- 
acter-by-character 
breakdown and strate- 
gies for the home version 
of the coin-op game. 


Star Trek: The Next 
Generation (Super 
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FY SO Often, we get letters from 
readers asking how we pick games 
for SWATPro. The answer might seem 
fairly obvious, but then again it might be 
a little more complicated than you think. 

When the SWATPro editors sit down 
each month to look over the list of pro- 
posed games, they consider three different 
aspects of the game: How popular is it? 
How much does strategy affect the game 
play? When did the game come out? 

First off, popularity. The bigger a 
game, the more likely it is that our readers 
will want to learn how to play it better. But 
just skimming off the top ten won’t work, 
because our readers are a diverse group 
of game players. For example, strategies 


Finally, we look at when a game hits 
the store shelves. We've found that some 
readers want to have tips and strategies 
at their fingertips from the moment they 
first plug the cart into their system. Oth- 
ers don’t want any help until they get 
Stuck. Still others get frustrated if we 
show too much or give the game ending 
away. After filtering through all the feed- 
back, we’ve decided to try to cover our 
picks during the first two to three months 
of a game’s release. It won’t always hap- 
pen this way, but that’s our goal. 

The upshot? Our editors try to cover 
the hot games that we can really help 
you play better by providing tips, tactics, 
and strategies. And we try to deliver 





for the top fighting games like MK II and 
Super SF Il might send some gamers into 
seventh heaven, but they probably 
wouldn’t do much for SWATPro’s die- 
hard RPG fans. We look at popular 
games in every genre to give you a range 
to choose from. | 

Just because a game is popular, 
though, doesn’t mean it requires a strategy 
feature. For example, Lethal Enforcers was 
a big hit, but it didn’t lend itself well to a 
strategy guide. For SWATPro, we choose 
games that, through tips and strategies, 
we can help players get more out of, such 
as this month’s Star Trek: The Next Gener- 
ation strategy guide. 








SWATPro’s Game Rating System 


Graphics: Judges the overall artistic quality of sprites, animation, and background scenery. Sound: 
Critiques music and sound effects. Control: Rates how smoothly the control-pad commands and 


those strategy guides to you when 
they're really gonna help you. 

Now it’s your turn. Drop us a line 
and let us know if SWATPro’s covering 
the games you want to read about when 
you want to read about them. SWAT- 
Pro’s designed with you in mind, and we 
want to hear from you! 











Dear Editor | 
SWATPro Magazine 
PO. Box 5828 

San Mateo, CA 94402 


Challenge 


BEG. Beginner 
INT. Intermediate 
ADV. Advanced 
EXP. Expert 
ADJ. Adjustable 


the game’s interface translate into the on-screen action and fun. FunFactor: Are you gonna have a 
good time? Challenge: The average skill level necessary to play the game. When you can pick skill 
levels, we label Challenge “Adjustable.” SWATPro’s Game Rating System: 5.0=Outstanding! 





4.0=Great job! 3.0=Good job; 2.0=Could be better; 1.0=Wake me up when it’s over. 
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Warwicasdive, England 
Home of the English Open 
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GELF 6 CEURTRY CLUB 


Europe is known for great courses. And 
PGA European Tour puts you on 9 of the 
best. But dont expect niany breaks from 
the weatherman. It can get downright 
nasty across the pond. 





YOU GO 
A 6-FOOTER FOR 


EZ 0,000. 


( THAT A GOLF BALL IN YOUR THROAT? ) 





| These guys play like the real guys. Seve is 
up and down from everywhere. Langer is 
his steady self. And youll have to come 
out of your shoes to keep up with Woosie. 
If it's in their game, it's in ours. 
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The purists say matchplay is the way galf 
ought to be played. In PGA European Tour, 
it still is. But if you're going to take home 
the big pounds, be ready for four of the 

mast grueling matches youve ever played. 


Every hole is sudden death in the Canon 
Shootout. Four players start. The highest 
score on each hole drops out. Ties are 
decided by a chip-off. So be sure to bring 
every shot in your bag to this one. 





§ Put your golf game and your nerves 
on the line in o European Tournaments 
against of European pros. If youve 
never played golf before, this probably 
aint the best place to learn. 


If it's in the game, it's in the game” 
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CATS have nine lives. 








Unfortunately, YQU have a DQG. 





SPUNKY is one dumb dog. And O’ Town is one strange and DANGEROUS place. Better get moving. 
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Cool Spoti@aggrch Reading 
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There are two books on the first level of 
Cool Spot for the SNES and Genesis. 
One says “Cheat Codes” on the side. 
What does this mean? 


Billy Miller, Fulshear, TX 
Virgin says those books are just clever 
details to notice - an inside joke and noth- 
ing more. 

Mortal Kombat: 
Makin’ Midgets 
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What’s the Game Genie code to play 
with midget fighters in Mortal Kombat for 
the Genesis? 


Devon Rumnill, Petaluma, CA 


The correct code is BBCA-AA26. 
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Grind Stormer for the Genesis is a great 
shooter, but it’s tough! Is there a way to 
get extra credits? 

Rob Bronsen, Seattle, WA 

At the Options screen, hit Reset 100 times. 
You can now set the game for Free Play (as 


it'll say in the lower-right corner of the 
game screen). 


Shining Force: Dog Days 














In Shining Force for the Genesis, there’s a 
small, brown, doglike animal with a hel- 
met on his head near a small cottage at 
the far right of the screen. Every time | 
talk to him, he says, “Greetings, | have 
been waiting for you.” Is it possible to get 
him to join my group, or is he just part of 
the scenery? 


Aaron Wertz, Houston, TX 
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Shining Force has lots of weird little charac- 
fers who serve no purpose, and this is one 
of ‘em. That dog is just part of the scenery. 
The only significant dog in the game is 
Jogurt, who joins you in Chapter Four. 


NHL Hockey ’94: 

Break the Glass 

've heard rumors that in NHL Hockey ’94 
for the Genesis, you can check an oppo- 
nent into the glass so that he breaks it. Is 
this true? 


Jeff Pitcher, Stratham, NH 


EA Sports says a player won't break the 
glass, but a puck will. About one out of 40 
times, a hard slap shot into the glass will 
have a shattering result. 






Here’s a guy who knows his hockey - 
Jonathan Yi of San Mateo, California. 


Disney’s Aladdin: 
Joustin’ with Jafar 
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I'm having trouble finishing Disney's Al- 
addin for the Genesis. | can’t beat Jafar 
when he turns into a snake. 


Jerred Caycciola, Syracuse, NY 


This fun game suddenly gets super difficult 
when you meet Jafar. You need lots of lives 
and lots of apples to beat him. Scoop up all 


the apples you can before you reach Jafar. 
Swing your sword at Jafar’s wand rays, 
and he won't hurt you when he’s in human 
form. Hit him with enough apples, and he'll 
turn into the snake. Time your jumps to 
clear the fire on the floor and bean him 
with more apples. Your sword won't hurt 
him, and the platforms will catch fire if you 
Stand on them. If you run out of apples, 
you'll find some more to the side. Don’t get 
your hopes up, though - you may be disap- 
pointed by the sudden and boring ending. 


Sonic 3: The Eyes Have it 
~ 
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On the Sonic 3 box, who's looking 
through the bushes? Is that Knuckles? 


Greg Jenkins, Laconia, NH 


Jeepers, creepers, who’s behind those 
peepers? An anonymous enemy. Sega said 
it wasn’t supposed to be somebody 
specific, and nobody in our office could 
identify that pair of eyes as belonging to 
anybody in the game. (But they do resem- 
ble Sonic’s eyes, don’t you think?) 


Micro Machines: 
Traction Action 


In your April/May issue of SWATPro, you 
gave a code on your Tip Off page for Mi- 
cro Machines for the Genesis. The code 
gave you increased traction, but it 
doesn’t work. 


Justin Cardinal, Montrose, MN 


Yikes! The Typo Monster has struck again! 
Here are the correct button presses: A, Up, 
B, Down, C, Left, Start, and Right, all while 
playing the game. 





Prize Fighter: Numbers Game 


#1128) @) 


In Prize Fighter for the Sega CD, the sec- 
ond track plays the sound of a phone 
ringing. A man answers it by saying, 
“Good afternoon, Digital Pictures,” then 
there’s a slur of words. Using a computer, 
we reversed the message, and it said, 
“Number nine, number nine, number 
nine.” What does this mean? Is it Satan- 
ic? Should we build an ark and stuff it 
with nine of every species? Amputate a 
toe and a finger so we have nine of 
each? Sacrifice nine people to the gods? 


Gordon Moran, Ontario, Canada 


Whoa, let’s not get carried away, Gordon! 
Back in the late ’60s, The Beatles released 
The White Album, which featured one of 
their most curious recordings, “Revolution 
#9,” This bizarre sonic collage of sounds 
leads off with a droning male voice repeat- 
ing the words “number nine” over and 
over. Nobody knew what it meant back 
then, either. It’s probably just the program- 
mer’s joking reference to those days, when 
people often played albums backwards to 
listen for hidden messages. 
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| lost the issue that showed a Game 
Genie code for MK for the SNES. How 
do you make Sub-Zero’s ice blast kill 
your opponent? 


Marcel Hernandez 


Here’s the SNES Game Genie code: 
A62C-3914. 


S.W.A.T.PRO © September 1994 
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Meet a big-time Mortal Kombat player — Noel 
Frey of Slinger, Wisconsin. 





How do you play against the secret char- 
acter in Ranma 1/2 for the SNES? 


Patrick Hu, Diamond Bar, CA 


To play against the miniature Happosai, 
play through the whole game with any 
Character. At the end, go back to reselect a 
new character and choose Pantyhose Taro 
without turning off the SNES. Play through 
as Pantyhose, and this time at the end your 
last opponent will be Happosai. 





Do you have any passwords or tricks for 
Super R-Type for the SNES? 


Ty Mukheni, Richmond, VA 


There are no passwords, but here’s a great 
pad trick for that classic shooter. At the 
title screen, hold down the R button and 
simultaneously hit Up on the directional 
pad nine times. When you hear a tone, hit 
Start, and the game will begin. Immediate- 
ly hit Start again to pause the game. 


i > Jy 


he a lad ete ? ‘. a ee - /. ~ 
Pr 2 Sree & SB 


Hold down R and Button A at the same time 
and hit Select. A level-select number will 
now appear in the lower-left comer of the 
screen. Use Up and Down on the pad to 
choose levels 1-17. When you restart the 
game, the screen will go dark and you'll 
automatically jump to the level you chose. 








The box for Tournament Fighters for the 
SNES says there are “secret enemies 
who'll chew you up like a stick of beef 
jerky.” Who are these enemies, and how 
do you get to them? 


Gus Fish 


These are the two bosses, Rat King and 
Karai. Get through the game, and you'll 
fight them at the end. To fight as these two 
in Vs, Battle, use this pad trick. At the title 
screen, use Controller Two to hit Button X, 
Up, Y, Left, B, Down, A, Right, X, and Up. At 
the character-select screen, you can now 
select either boss as your fighter. 
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In Final Fantasy Il for the SNES, how do 
you get the Light Sword’? 


Joe LeBlanc, Bellingham, MA 
When you go underground, look for the 


Sealed Cave. You'll find the Light Sword on 
floor B-2. 





In Clay Fighter for the SNES, if you go to 
Versus mode, there’s a little samurai run- 
ning around with a sword. What is it, and 
what does it have to do with the game? 


Jared Parsons, Morton, IL 
It’s a ClayMates character put there “just 


to add a little life to the screen,” according 
to the programmers at Interplay. 





Is there a way to play as Endboss in Clay 
Fighter for the SNES? 


Cheryl Lowin, Liverpool, England 
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First play through to Endboss with any 
character. Lose to Endboss, let the timer 
run out, and when the game ends, go to 
the Vs. mode. Endboss will be highlighted 
in Player One’s menu, and you'll be able to 
play as him. The difficulty level you’ve cho- 
sen will affect his ability - he gets three 
projectiles on the Hard setting, two on 
Medium, and one on Easy. 
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NHL Stanley Cup for the SNES is great, 
but sometimes it’s hard to score. Are 
there any tricks that'll help me beat op- 
posing goalies? 

Mark Hutter, New Orleans, LA 


Here are two ways to score the easy way. 
Clear out the neutral zone and skate with 
the puck directly down the middle. Press 
Button X as soon as you're past the center 
circle. The puck will fly over the goalie’s 
head and slide in for a goal. Or when you're 
in the defender’s zone just before the hash 
marks, press X. The puck will flip up, 
bounce off the boards behind the goal, and 
stop directly in front of the net, setting you 
up for an easy shot. 


| have NBA Showdown for the SNES, 
but | can’t figure out how to do a hook 
shot. Can you give me a hint? 


David Hummel, Hagerstown, MD 


The experts at EA Sports tell us that a hook 
shot occurs randomly. There’s no definite 
move to make or button to press; you just 
have to be in the right place at the right time 
when you take your shot near the basket. 


I’ve been trying to find Game Genie 
codes for Jurassic Park on the SNES. 
Can you help me? 


Nick Onken, Calabasas Hills, CA 


You won’t become extinct if you have 
infinite lives: C26A-4700. 





Total Eclipse: Level Select 
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Is there a way to choose your levels in 
Total Eclipse for the 3D0? 


Roger Townshend, Sydney, Australia 


At the main menu, highlight Quit/Previews. 
Hold down Button X, press B, L, A, and 
release X. Then press B, L, A, B, L, and A. 
You can now go to any of the 20 Rounds. 





In the manual for Jurassic Park for the 
NES, there’s a reference to a Cheat 
Mode. How do you enter it? 


Shawn Kenney, Brunswick Hills, OH 


At the title screen, press Down, Right, and 
Left on the directional pad. Keep repeating 
this series until you hear an explosion. 
Start the game, pause it, then press Select. 
You can now skip to the end of the stages. 
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In Metal Gear for the NES, | can’t find the 
compass, flashlight, or oxygen tank. 
Sabas Lopez, Ferris, TX 


You need to find the compass to find the 
other two items. Go to Building Two. You'll 
need an enemy uniform to enter it. There’s 
an empty room on the second floor - call 
Jennifer outside of the room, and you can 
easily get the compass. It’ll lead you to the 
desert, where you'll find a building at the 
top. The oxygen tank is located inside. On 
your way to this building, go to the left and 
get through the maze you encounter. It'll 
lead you to another building where you'll 
find the flashlight. 


When you come to the end of the path, 
stand over the second of the three blocks 
P . that have dark columns beneath them. 
Bram Stoker’s Dracula: Jump up, then hit Down as you land. Hark- 
Break the Blocks er will break through the blocks and fall 


into an underground chamber, where zom- 
bies, skeletons, and a new weapon await 
him. For a shortcut to the subterranian 
realm, take a couple steps to the left and 
perform this same jumping move at the 
very beginning of the game. 
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The December ’93 issue of GamePro 
Said there was a zone-select code for 
Sonic 2 for the Game Gear. What is it? 


Curt Steuben 


It’s tricky, but it works. When the Sega 
logo first appears, simultaneously press 
Down/Left, Button 1, and Button 2. Hold all 
these buttons while the title screen 
appears. Wait for Tails to start blinking 
and, during the third blink, press Start 
while his eye is shut. A zone-select screen 
should come on next. Use Up and Down on 
your directional pad to choose a Zone, then 
hit Start to begin. 
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| can’t get past the first few minutes of 
Bram Stoker’s Dracula for the Game Boy. 
| kill this flying bat, but nothing happens. 
What should | do? 


Roger Seebald, Bnghtwaters, NY 
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Instead of grinding your way through 
Grind Stormer, check out this Free-Play 
mode that'll let you play with unlimited — 
Need help rescuing the princess from continues. At the title screen, pushand 
Jafar? This code gives you a cheat menu hold Buttons A, B, and C. While holding - 
where you can select a level, freeze your —_ the buttons, push the Start button 100 
character, and more. Go to the Options times. Now go to the Options screen 
screen and press buttons A,C,A,C,A, — and select Credit Limit. Change the 
C, A, C, B, B, B, B. Credit Limit to Free Play. You now have 
Jason Barone unlimited continues. 
Baltimore, MD Paul Rizen 


Phoenix, AZ 
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Sonic the Hedgehog 3 
Stage Select 








Put Sonic on any level with this cool 
Stage Select for Sonic 3. At the Sega 
screen, after the voice says “Sega” and 
as Sonic begins to appear on-screen, 
quickly push Up, Up, Down, Down, Up, 
Up, Up, Up. If you’ve done the trick cor- 
rectly, you'll hear a chime. When the title 
screen appears, highlight “Competition” 
and press Down. A Sound Test option 
will appear. Go into the Sound Test 
option, and you'll enter the Stage 
Select/Sound Test screen. 

Ryan McDermott 

Redwood City, CA 


Aero the Acro¢eBat 
—eo 


ae 
ate Ed fs tS 


22: Wy 


This cheat screen gives Aero infinite lives, 
infinite stars, and a level select. At the 
Start/Options Screen, press C, A, Right, 
Left, C, A, Right, Left. Now go to the 
first level. When Aero appears, press 
Start to pause the game, then press Up, 
C, Down, B, Left, A, Right, B. Finally, 
press and hold Buttons A and C until 
the cheat screen appears. 

Debbie Kibby 

Daly City, CA 





f SEGACD 


Stellar-Fire 
Stage Skip 


an) 2 P ay) cu cs _ _ 
ri? SPyge = ooorrcnpen 


This trick enables you to skip to any 
Stage in Stellar-Fire. At the title screen, 
highlight the difficulty level and set it to 
Normal. Now press and hold Buttons 
A, C, and Start. While holding these 
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buttons, push Up on the directional 
pad. You will begin to hear chimes. Each 
chime represents one skipped stage. If 
you push Up seven times, you can 
check out the game’s ending. 


John Silva 
Jacksonville, FL 


| SURE Mb 


Fight as a Boss 














Use this hot trick to play as a boss in 
TMNT Tournament Fighters. Plug in a 
second controller. Wait until the title 
screen appears. On Controller Two, 
press X, Up, Y, Left, B, Down, A, Right, 
X, Up. If you did the trick correctly, you'll 
hear Aska. Now go to Vs. mode and 
press Left on Controller One. You can 
now play as a boss. 


Albert Dechico 
National City, CA 
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ChemVI, A Class: 


OBD8 QQRX SWJ! 

i lhl tad Drakonis, B Class: Heavy Weapons 

7CB8 Q8T5 SWJ! foodie coe echabal 
Drakonis, A Class: 

ZCB8 Q8R5 SWJ! 
Bogmire, B Class: 

'CB8 QO8TD SWJ! 
Bogmire, A Class: 

KFBR Q8RD 92J! 
New Mojave, B Class: 

SFBR Q8TN 92J! 
New Mojave, A Class: 

JFBR Q8RN 92J! 
NHO, B Class: 

MFBR Q8SX 92J! 
NHO, A Class: 

CFYR Q80OX 5TJ! 
INFERNO, B Class: 

LFYR Q8S5 5TJ! 
INFERNO, A Class: Soo Aa 

_ BPYR 9605 51U! er ae 

If you'd like to fight in two new stages, Brian & Tammy Lesyk ad ‘ ae 
kick some shell with this trick. At the title Coatesville, PA some heavy weapons to help you 





screen, push buttons L, R, R, L, R, L, R fight your way through Wolfenstein 3-D? 
then A. Now select Vs. mode and you’l While playing a regular game, access the 
be able to fight in the Metro Train Stage : map mode by pressing Start. Now press 
and the Studio 6 Stage. infinite Lives R, Up, B, and A. Exit the map mode and 
John Starks press Select to cycle through your new- 
Atlanta, GA found weapons. 
J 
Larry Berrera 
we Se = . Lancaster, CA 
Passwords =] AWNMOWER MAN 
 pteveed ooyn ate Lil Throw Fireballs Like Ryu and Ken! 


The uppercut brother infestation has 
spread! The most famous move of the 
Street Fighter Il characters Ryu and Ken 
can now be used against the final boss 
in ve Man X. Here's the breakdown: 





i SWISS. 
Ay ja ial ia 


fox 





: | a : | (3) 1 | o 
To start, play the game, then pause it. 
Push B, R, A, Select, Select, Y, A, B, Y, 
A, then B. Unpause the game, then 
pause it again. Now push the R Button, 
- a A, Select, Y, then Start. You now have 
These warrior-level passwords will help infinite lives. 


you through Rock ’N’ Roll Racing. Boy Veugin seer ot song all poogg 
ChemVI, B Class: Rochester, NY ’ r 


et 12. £) . 





To seston the trick, you must have all 
eight robot weapons, all eight heart tanks, 
and all four subtanks. If you don’t, use this 





DR8R QQTX RS6M 
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When you begin the game, enter the 
Armored Armadillo stage. 


t fea, 









- Ss oa : - 
¢ 4 >< Sa: 
i E + py ty i fit 3 


Play to the end of the stage four times, 
keeping your Energy and Weapon 
meters at maximum. It’s okay if you take 
a hit or use a weapon during the stage — 
just be sure to recharge both meters by 
the time you get to the end of the stage. 
a EE 





ap 








D} 
and, 







ae 






This A 


‘ 4 ee 
g.¢: 
2B Oe BD 
. es 
” wes - 
_ ~ 
. PS ix” ’ 
2 ? ee ’ 


Each time you reach the end of the 
stage, you must use the Escape Velocity 
to restart at the beginning of the stage. 
Remember, you must play through four 
times and always have full Weapon and 
Energy at the end of the stage. 


= 


i 
: 4 
ae + i —— ++ 2 emmemmmme =— - 
Wi peat a OS. cee # Ly ee ane * COLES & | 
7 a5 as 5 ayy 
bt 5 3 _ ae i 
ae = a se 
‘ae 4 : a9 Ch 
9 $ 
_ « ; 4 oc ae 
“1 %4 
. 
> ie mt 7 


— sore netcineernninome =A 
fter the fourth play-through, escape and 

restart one more time for a fifth try. This time, 

though, don’t use the Escape Velocity. 








Instead, ride the third wheeled platform 
across the canyon and climb up the cliff 
before the entrance to Armored 

Armadillo’s lair. 


On the top of the cliff, you'll fin 
up capsule containing Dr. Light in a Ryu 
costume. He'll give you the “Hadoken” 
Fireball technique! 








You can use the Fireball to kill all the final 
Sigma bosses with only one hit, but you 
must have full Weapon power to use the 
move. Remember, though, you cannot 
save the Fireball item using a password — 
if you turn off the power, you'll lose the 
weapon. 

Now that we know this trick, does 
anyone know how to do a “Shoryuken” 
Dragon Punch? 


Chris Kramer 
Sunnyvale, CA 


ActRaiser 2 
Password 








tame Srar? 
Passnord 
CaStOR Tse 
Ait Riahes Reserved 
Caparra@hr 1994 Lis /CQuintet 
i rCeRSed HH i hte iit 


ate LSSERUs 


> 


a= 





teu: 


d a power- 





This password gives you 38 lives and 
takes you to the last level of ActRaiser 2. 
At the Password screen, enter: 

MFMJ TVSY FVPX. 


James Tseng 
Brighton, MI 


motion used in SF Il: Sweep the controller 
in a quarter-circle motion from Down to 
Forward and hit the Attack button. 
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To enter a strange stage in ActRaiser 2 
and fight a boss from the original 


ActRaiser, enter the following password: 


XAXXXYYVVV2ZZZZ. 


Chris Landess 
Cleveland, OH 


Play as Any Character 


GAME LEVEL 
STRGE 


NORMAL 
URRYO 


CHARACT ER 


HAaAPPOSATI 
HuUrmRM 


a= 
u< 
co 


YosSazTIoO WUoD 
sSh<Ccoerst ths 
MRt+FES5 M+ 
GmASIi<a AMS 
MEO 
AODOGOOC Boooe 
yoeooen veces 

od 

m 

3 


Use this simple trick to play as any 
character in Ranma 1/2. Go to the 
match-up screen. After you select a 
character, simultaneously press and 
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hold down buttons R, X, and A. You 
can pick any character from the Special 
screen that appears, including a bonus 
character, Happosai. 


Lee Freedman 
Atianta, GA 


1? 


CRVRTAL DVNA AS) 


nial. JOE? = 





Fly through Total Eclipse with this life- 
saving Level Select. Go to the Quit/Pre- 
view option screen, hold down the Stop 
button, and push B, L, A. Then release 
the Stop button. Now push B, L, A, B, 
L, then A. You are now able to begin the 
game on any of the first 20 levels. 


Jim Harris 
Jamestown, VA 
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77? AAT AR! CORB AB ATine 


FINA TION’ 


EG! BES 


MeFi} FEE 
i eieks 
WE SS cS ae 
YORTE KES 


Get ahead in CyberMorph with these 
level codes. 


Level 1: 1008 
Level2: 1328 
Level 3: 9325 
Level 4: 9226 
Level5: 3444 
Kijoon Choi 
Flushing, NY 


PVEUE Uo 
? 4 ’ at your local retailer © 
© or call 1.800.GAMETEK. \\ 
Phone 24 hours a day, 
7 days a week. 
Visa and Mastercard | 
accepted. 


a 





. * ee Wes, i ne nN 
Primal power. Ancient wisdom. GameTek unleashes tournament beasts of the martial arts in cinema-style 4 


full-screen animation. Focus strength. Transcend weakness. Jam with the wild things. 


Get your paws on this cool new Sega CD. It’s so wild, it’s Brutal. 


Rated by V.R.C. 





oH, 
KEG This official seal is your assurance that this product meets the highest quality ° 
aS standards of SEGA” Buy games and accessories with this seal to be sure eT | TEK 
‘ ie ‘ that they are compatible with the SEGA™ SEGA CD™ SYSTEM. ra a 
Mature Audiences 
1994 GameTek, Inc. GameTek is a registered trademark of IJE, Inc. All rights reserved. 2999 N_E. 191st Street, N. Miami Beach, Florida 33180. SEGA AND SEGA @D*ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. ALL RIGHTS RESERVED. 





egy" "Tate wer 


fo SrTiTe My { 1G 
Tippee Ss MR UER 

LO. LAKERS 6 MQUSTON 

te ME SOTO 

PURTLOND 3) MTHue 


Scerry raf axl? 


cAcernenioa + 


“Piel Fe bey 


rcrrery f 


STH HST OOOUL AR Tear HTH MOST OCULAR “ERT 





NTHIS LOCATION m “HIS LOCATION 


These passwords let you play as the 
infamous hidden cheerleaders or as 


Chris Webber of the Golden State War- 


riors, one of the NBA’s hottest rookies. 
Chris Webber/Golden State Warriors: 
WEB Mar 01 
Lorraine Olivia/Cheerleader: 
LOR Feb 20 
Kerri Hoskins/Cheerleader: 
Res. Oct 10 


Steve Lavoy 
Seattle, WA 


16 








Get to the end of Bugs Bunny’s Crazy 
Castle with these passwords: 


Stage 55: TPUX 
Stage 56: TYAX 
Stage 57: P2RX 
Stage 58: PTFX 
Stage 59: Y20xX 
Stage 60: YTKX 
Jose Contreras 
Woodburn, OR 
Lock ’N’ Chase 











en! 


wrt WO ee ‘<i ' Bs 

Go directly to Level 7.1 in Lock ’N’ Chase 
with this code. Press buttons A, A, B, B, 
A, B, B at the title screen. If you did the 
code correctly, the word “Extra” will 
appear in the top right corner. Just push 
Start and you’re on your way. 

Jim Smith 

Pigeon, MI 
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Kirby’s Pinball Land 
Bonus Games 


1 MRCABIA 00841140 
2 THMYNTR Oo775050 


3 LAB RAT 00742330 


¢ Sc¥ LRY, 00521030 


CS ee 


— 


EE ee IE Ee EE 
i wn 


Score a bonus game in Kirby’s Pinball 
Land with this easy trick. At the title 
screen, simultaneously press Left, B, 
and Select. When the screen changes to 
the High Score screen, a white cat will 
walk along the bottom of the screen. 
Now return to the title screen and begin a 
new game. When you select a stage to 
play, you will automatically go to the 
bonus game. 


Greg Nowell 
Spokane, WA 





> 
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573 EAST 300 SOUTH © SALT LAKE CITY, UTAH 84102 © 801-531-1867 


2) 1991NINTENDO OF AMERICA INC 
1993 ELECTRO BRAIN CORP. SKIING AND SNOWBOARDING TOMMY RAOE'S WINTER EXTREME™ 
LICENSED UNDER AGREEMENT WITH LORICIEL S.A 
LORICIEL™ IS A TRADEMARK OF LORICIEL $A. AND IS USED WITH PERMISSION. ALL RIGHTS RESERVED. LICENSED BY NINTENDO” FOR PLAY ON THE 
SUPER NINTENDO ENTERTAINMENT SYSTEM” NINTENDO, SUPER NINTENDO ENTERTAINMENT SYSTEM. AND THE NINTENDO SEAL OF QUALITY ARE 
REGISTERED TRADEMARKS OF NINTENDO OF AMERICA INC 
ELECTRO BRAIN CORP® AND THE ELECTRO BRAIN LOGO ARE REGISTERED TRADEMARKS OF ELECTRO BRAIN CORP 








SUPER NINTENDO 
ENTERTAINMERT SYRLEM 
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Like ‘em or not, Game Genie codes have 
changed the way we play games. This 
month’s Classic SWAT takes a little walk 
down memory lane with a collection of 
classic Game Genie codes. 


GAME 
GENIE 








Alien 3 


Batman Returns 
Invincibility: 


BLYT-AA4R 
Infinite Super Batarangs: BLLA-AA7A 


Bulls vs. Lakers and the 
NBA Playoffs 





Infinite Shot Clock: 
R18A-8608 + ATHA-AA68 
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Disney's Aladdin 
Invincibility: 


ATCB-OA24 


Joe Montana Football 


Op Re SEL IY AACS PT A; OGL SS GEL WE BN 


Freeze the clock: 
Jurassic Park 





Infinite lives: 


$.W.A.T. PRO 





BVDA-AA5G 
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Mortal Kombat 
Always get Flawless Victory: AKXA-AA22 
Turbo speed: AXDA-AA5L 


Revenge of Shinobi 





Infinite life bar: 
BXVA-GA9JE + BXTA-GA7E 


Sonic the Hedgehog 


tore we nye 
TIME 1:14 ee ira 
RINGS 10 cine oe 
th Mae, aad 0 } ef eran 





ee 
Pw Se. 


Sonic jumps higher: DDLT-AAGL 





Each Ring worth eight points: 
SAST-DA1A 


ll ” . : ‘ 
Sen ie ~ eet 
tg af 
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Begin with five lives: 


AZBT-4AHR 
Infinite lives: AW7T-AA6L 
Infinite lives: AJ4A-CA9G 


Infinite Funk Vacuums: BA3T-CA54 


Infinite lives: A47A-AA6W 


4 @ 
“£2 
& 











SUPER NES 







Alien vs. Predator 


Infinite lives: 


Jurassic Park 


C286-A70D 





Infinite lives: C26A-4700 


Mortal Kombat 
Always get Flawless Bonus: 6DB8-3D67 
Always fight Goro: 


CBBA-394F + D5BA-391F 
Put the blood back: 
DDB4-DD07 + DDB4-DFA7 


NCAA Basketball 











C265-D4D7 


Super-dunk ability: 
Player always On Fire: 


D8E7-C448 
C6E9-CD18 


Secret of Mana 





Protection from most hits: 8208-776D 


Soldiers of Fortune 


=—s ss Btit FLIRT ti 


ONE=P] A YER 





CBC1-E46F 
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Street Fighter Il 





Turbo fighting: 1C65-DFOO 
Stand in one spot and always hit 

opponent: B229-A7A7 
Ultra-fast Fireballs:  7EOC-B911 


Street Fighter Ii Turbo 

No Charging for special moves: 
D071-E460 

Projectiles go faster: 3E31-37AD 


Super Castlevania IV 
Infinite Hit Points: 7E13-5410 





| ta r Wa rs 
Invincibility: = so 


i 2 


Super Mario Brothers 3 
Stay as Tanooki Mario: § UOKXGLIE 


leenage Mutant Ninja 


is & 
SGae & ix geek 


Wayne’s World 


SE OE a DS comnall 


—— a a ay 
Infinite weapons: SUTKGA 
Unlimited Rush Jet: SXTKGE 





Poadks 





ae i i | : Leo 


Unlimited Turbo Attacks: AAESYXAA 





Infinite lives: C28F-0704 


B —_ 


- 


ei 





AVSULYZA 





Infinite lives: GXXZZLVI 








cere Dark Infinite energy: GXSEYZSA 
| Infinite lives: GXXAAIVG 
Infinite Mega Tanks on pick up: 
GXSEPZVG 


nfinite lives: GZEULOVK 
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ACTION HITS 
HOME ON 
SUPER NES. 

















by ae You made your mark in the arcades. Now the lethal 
im) ‘ dé action is available on your Super NES? with intense 
tei Gor graphics and sound. It also hits big on Sega CD™ and 
3 Sega™ Genesis” So be on the lookout for Lethal 
Enforcers™ in your neighborhood. 


For one or two top cops. 


4 


package for details. ) 


KONAMI" 


Lethal Entorcers™ is a trademark of Konami (America) Inc. Konami® is a registered trademark of Konami Co., Ltd. © 1993 Konami (America) Inc. All Rights Reserved Sega CD™ and Sega™ Genesis™ are trademarks of Sega Enterprises, Ltd. 
All Rights Reserved. Nintendo, Super Nintendo Entertainment System, Super NES® and the Official Seals are registered trademarks of Nintendo of America Inc. © 1991 Nintendo of America Inc 








Infinite vitality: FA4-638-4C1 


Infinite energy: 002-3D6-3BE 





Looney Tunes ' 
5 \ 
ss 
** 
“ Wi Hf A i 
iN AN a ; 
*.- } 
¢ eae iy, i 
Infinite lives: 00B-02E-E6E Infinite lives: 00A-57A-E6A 
} 
Mortal Kombat ds 
Player One is invincible: 005-94C-B31 
Star Wars 









Infinite time: 00B-40C-3BE 





Infinite energy: C9B-5CC-3BE Player One is invincible: 003-48B-F79 
Infinite lives: 00B-6AC-195 
Spider-Man 3 p 
Infinite lives: FA8-25E-4C1 _ sls 
Legend of Zelda: 7 
Link’s Awakening = 
Infinite energy: FA0-999-4C1 = 
Tetris 
Need one line to finish Game B: 

01A-8BE-7FE 


Keep stack displayed while paused: 
CEC-30E-C45 
22 ‘WA September 1994 







Infinite energy for all players: 
00D-92B-3B7 + 3AD-93B-2A2 



















Mideo JukeBor 
Ready for ~™ 
Prine Time! 








Jaguar Soon! 


Sega Genesis v 
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Super Metroid is sure to be one of 


the hottest games of 1994, and it’s 
one tough nut to crack. So in this 
issue of SWATPro, we’re dedicating 
Code Central to nothing but Game 
Genie and Pro Action Replay codes 
for Super Metroid (remember, 
they’re not interchangeable). These 
codes will aid you in your quest for 
Ridley and Mother Brain, but if 


you're still in need of help, check 
out the June, July, and August is- 
Sues of GamePro for some awe- 
some game-winning strategies. 
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These Genie codes will only work with 
saved games in Slot “A.” In addition, this 
Master Game Genie code, FA68-4760 
+ DD6A-C7DF, must be used with them. 


Start with about 500 Energy Tanks: 
E7D7-FAAD + DFD7-FA6D 
Start with about 700 Energy Tanks: 
88D7-FAAD + D4D7-FA6D 
Start with about 1000 Energy Tanks: 
35D7-FAAD + D7D7-FA6D 
Start with about 1200 Energy Tanks: 
CED7-FAAD + DOD7-FA6D 
Start with about 1500 Energy Tanks: 
28D7-FAAD + D9D7-FA6D 
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Crateria is already mapped out: 


EED9-93DD 


Brinstar is already mapped out: 


EED9-90DD 


Norfair is already mapped out: 


EED9-936D 





Wrecked Ship is already mapped out: 


EED9-93AD 


Maridia is already mapped out: 


EED9-9EDD 


Tourian is already mapped out: 


EED9-9E0D 


oe er = 
ea oS aide! 7 es g Ue 


Maximum of 10 Missiles: 
Maximum of 25 Missiles: 
Maximum of 50 Missiles: 
Maximum of 75 Missiles: 


Maximum of 100 Missiles: 
Maximum of 125 Missiles: 
Maximum of 150 Missiles: 
Maximum of 175 Missiles: 
Maximum of 200 Missiles: 





DCD7-F26D 
FBD7-F26D 
74D7-F26D 
08D7-F26D 
10D7-F26D 
52D7-F26D 
B1D7-F26D 
CED7 -F26D 
A6D7-F26D 


Maximum of 5 Super Missiles: 


D9D7-F36D 


Maximum of 10 Super Missiles: 


DCD7-F36D 


Maximum of 25 Super Missiles: 


FBD7-F36D 


Maximum of 50 Super Missiles: 


74D7-F36D 
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No energy loss from enemies: 
C225-3005 

Super Jumps won't drain energy: 
C22A-456D 





Almost infinite Missiles: 
C288-C5A7 

Almost infinite Super Missiles: 
C28A-C9D7 

Almost infinite Power Bombs: 
3CA4-450D 

Start with Hyper Gun in inventory: 
62C5-14A6 


iid 


Maximum of 5 Beer Boctbs: 
D9D7-FE6D 


weit nn TR e} 


Maximum of 10 Power Bombs: 


DCD7-FE6D 


Maximum of 25 Power Bombs: 


FBD7-FE6D 


Maximum of 50 Power Bombs: 


74D7-FE6D 


PLANE! ZEBES 





emcees) EBS rn canna de nenanvenen OO, 





Select any area when loading a game: 
DDCF-4461 + 6DCC-47A1 

Start a new game on Planet Zebes: 
DD38-C4A8 





SAMUS DATA 


- == oat 
rc oe Exe IG? 
a 55 emer 
DATR COPY 


BATA GLEAR 





Ex tT 
set Hours Played to zero (for a better 
ending): DDDO-FE6D 


Pe ee 
hey . 


Aas 5 ae 


Cc iw a A 


Get Charge Beam: FDDF-F2AD 

Get Wave Beam: DFDF-F26D 

Get Ice and Wave Beams: D7DF-F26D 

Get Ice, Wave, and Spazer Beams: 
D5DF-F26D 

Get Ice, Wave, Spazer, and Plasma 
Beams: DEDF-F26D 

Get Morphing Ball: DODF-FA6D 

Get Morphing Ball and Varia Suit: 
D9DF-FA6D 

Get Morphing Ball, Varia Suit, and Spring 
Ball: DSDF-FA6D 


Get Morphing Ball, Varia Suit, Spring Ball, 


and Gravity Suit: 45DF-FA6D 


Get Morphing Ball, Varia Suit, Spring Ball, 


Gravity Suit, and Screw Attack: 
4EDF-FA6D 


Get Bomb: FDDF-FAAD 
Get X-Ray: 6(DDF-FAAD + 6DDF-FAOD 
Get X-Ray and Grapple: 


ADDF-FAAD + ADDF-FAOD 

Get X-Ray and Bomb: 
BDDF-FAAD + BDDF-FAOD 

Get X-Ray, Bomb, and Grapple: 
2DDF-FAAD + 2DDF-FAOD 

Get Bomb and Hi-Jump Boots: 
FFDF-FAAD 

Get Bomb, Hi-Jump Boots, and Speed 
Boots: 7FDF-FAAD 

Get Bomb and all Boots: 77DF-FAAD 

Get all Boots, Bomb, Grapple, and 
X-Ray: E7DF-FAAD + E7DF-FAOD 
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Invincibility: 7E09-C263 





7E09-C6FA 


250 Missiles: 
99 Super Missiles: 7E09-CA63 
Chrys Hird, Burnsville, MN 





99 Power Bombs: 7E09-CE63 
Chrys Hird, Burnsville, MIN 
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~~» * Sure. Doesnt 
L , everybody? 
ae : INTERACT 


olalice) (sas 
by STD are 
loaded with . Whether 
youre into SEGA or SNES, our game 
pads give you the edge you need. 
So...play with an attitude. Play with 
INTERACT controllers by STD. 












6 Hi-Performance 
fire buttons! 


Semi and Hands-Free 
Turbo Fire — gives you 
two ways to shred ‘em 
to pieces. 


Slow Motion — 
‘eo [ky all mY(o)6] axe) 0) 8le) aaa as 
game plan. Then 
watch ‘em squirm! 


Extra Long Cord 
— now you can 

Saree er micelenmyelele 
Clear Casing — favorite recliner. 
so you can check 
(olU] mi dalome [elas 









Turbo Auto-Fire — for 
high speed fire power that 


wont wear out your Fialelacien Slow Motion — 


feelin’ the heat? 
Take control and set 
your own pace. 


ee ‘,  6-Button Arcade 
| Layout — that 

familiar arcade feel 

comes home. 


Wouldnt you 

rather thrash your 
Programmable Fire Buttons — fo} 9) olessidlelamelamelels 
now you can jump, punch, kick and own turf anyway? 


Slam...with the press of one button! 


INTERACT 


eT 1) el oe oe OD) SL Oo Be 


Play with au attitude! 





STD Entertainment (USA), Inc. 
110 Lakefront Drive « Hunt Valley, MD 21030 * 410-785-5661 
© 1994 STD Entertainment (USA), Inc. ALL RIGHTS RESERVED. 


Super Nintendo Entertainment System is a registered trademark of Nintendo of America. 
Sega Genesis is a trademark of Sega Enterprises, Ltd. INTERACT and its logo are 
trademarks of STD Entertainment (USA), Inc. © 1994 STD Entertainment (USA), Inc. 
















ou et KE ML ATS ON 


@ By Slasher Quan 
After the recent Super SF Il Midwest Champ- 
ionship in Chicago, we studied the moves of 
+ the top four finishers. The following strategies. © 
should improve your head-to-head skill in the Genesis and 
SNES versions of Super SF Il or any arcade version of SF 7 
ll (though some of these tactics are no longer applicable in | 
Super Turbo). 









\\ tena first-place ie , Mike is an 
xperienced L.A. player who Combines 
the art of cheap moves with trash, talking 
and superb timing. Hes a legend in pS 
own time. _ 





Mike u ised this maneuver s s0 QP. that re thicagb natives began calling t sim “the Mike.” It irritated many ots but it took Mike io ne: 7 : 
ac" top. Now Chicago players use it, too. if Me 





__ 1) When you knock them 2) If they block, land anddo _—3) Immediately throw them. : if youn need takod the hit, you can oh seule H a 
~ down, cross them up a standing Jab. It often Time it right, and this you're deep enough. ae 
with a Roundhouse. misses because they move is almost irre- 

blocklow. versible! 


Mike used a Guile tactic that no one in Chigego was prepared iit or had even seen! 





1) When Ken or Ryu jumps in with a Fierce to try to hit 2) Guile’s still ducking as they fall Stand ant throw them . 
you, duck and stick out a Strong that misses. as ~ land! 





Cross-Up Uppercut Reverse : | 
When they knock you down, characters like Zangief will try to cross you with a 
Fierce body splash. If you block it, chances are they will Pile Drive you. If you 
don’t block it, chances are they will dizzy you with five tow Jabs and a gun 
poet = now do ny Stop it? 








; eons son, cy ape is 


master of a multitude of characters, in- It Seber timing, but you can Uppercut it! Jessie did this with both Fei Sons and Ken 
cluding Fei Long and Ken. against Steve s Zangief. Check out the timing of the animation! 


Minnesota's. nu 
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Fei Long’s Comer Trap 
Jessie put the heat on with Fei Long like you wouldn't believe — and neither did anyone in Chicago! 


= 











1) When they’re downinthe 2) They'll be forced to 3) Keep the pressure on 4) Go into three Jab Rekka Kens. You'll bounce away to 
corner, move in and stick block. with three high Jabs and safety and take off life! 


out a Jab. a low Jab. Mix it up. 





Eddie is synonymous with Vega. His 
Chicago style and Vega hitting ability 
took him to third placeat the tourna- Wh 
ment. Who knows how far he’ll go once AKI 


he leams to use the new Vega in Turbo? 1) Move in on your opponent and use two low Forwards. 





2) Finish with a low Strong. 


If timed correctly, it’s 
hard to reverse! 





Another LA. champ, Steve has tT \ 
the power of cheese and skill on , - 
his side. His Zangief is feared far —_ | | 
and wide. a ; 
Zangief’s Cross-Up Dizzy Combo | xD 
This combo always dizzies them and takes off big life! Sv 


_— 





1) Cross them up with a 2) Do as many as five low Jabs. __ 9) Finish with a low Round- 
deep Fierce splash. house to dizzy them! 
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New GHALLENGER GomBos 


By Slasher Quan 


Check out some of the most powerful coheies- 
for the new characters and experiment to find 
‘more on your own. 








1) Cross up the enemy with 2) Then do either a standing 3) imriiediately two-in-one into the Roundhouse Cannon a 
a deep Strong Punch. Jab against small charac- Drill for up to four hits. | _ 
ters or a Strong against 
big characters. 








2) Dot wo standing Strong punches while still Charging. 3) rariieaenely two- -in-one 


"deep Forward while into the Roundhouse 
_ Charging Toward (the Dread Kick for two hits. 





other way) 


Fei Long’s ewes Five Hit 





1) Jump in with a deep 2) Do a standing Fierce. 3) Immediately two-in-one into the Fierce Rekka Ken. Do 
Fierce, two more Rekka Kens for five hits! 






I. Hawk’s — bap Hit 





1) Cross up the opponent 0) Doa low ee __ $) Do a standing Forward. 4) Immediately two-in-one 
with a Fierce Body _ into the Rising Hawk. 
Splash (hold Down). 
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: e Space Pirates are attacking and it’s up to George 
: 3 Jetson to save the day! His Pneumo-Osmatic 
Precipitator (P.0.P. for short), allows him to collect 
items, fight the bad guys and even climb up walls. 
Hang on for futuristic laughs and thrills in the cosmic 
comic adventure of a lifetime! 


ay de Ms 
nes 
Saree 


a ¢.Nine huge stages of incredible comic action! : 
°g Megs of excellent cartoon quality graphics! ~ 


Use the P.0.P. to climb up steep walls and across ceilings 
in your search for pirates (and a blrger or two!) 


Se | ‘ P ¢ Based on the hit Hanna-Barbera television show! 


te te & ° 


° 
+ @& 


¢ a ~— REN SS 
ee ce een st ac ee 


oo" 
ates 


2. 


Seal of Quality 


“The Jetsons” and the Jetsons game characters are trademarks of and 
copyrighted by Hanna-Barbera Productions. Inc. ©1994 Hanna-Barbera 
RE, | ___} Productions, Inc. Taito is a registered trademark of Taito Corporation. Nintendo, 
am Super Nintendo Entertainment System and the Official Seal are registered 

> A _ tradémarks of Nintendo of America Inc. ©1991 Nintendo of America Inc. 
















LAWRENCE, OF 
ARCADIA 











_ eign Googe 





SLAMMIN 


16-bit tip of the week! 
i 


GET A CLUE 
The Hottest Weekly tips for 
your favorite system! 


ST NINTENDO : 
es 


“Caus AVERAGE -) 
THREE MINUTES IN , 






» Lee ve or > pick-up some of 
_ Is. 2S tips from the most 
| Xliei around 





Biv ume tk 
cil SUPER NINTENDO ee NINTENDO GAME or ——— TOUCH=TONE 
! 3 Ties * Get all the latest Scoop! PH ONE REQUIRED. 


tt jane GENESI a) se CURER | - ae 


= EGA CD/ATARI bes ¢ 
JAGUAR 


a HPS EACH oe 2 avOrile GGTOS ONG age. Messages subjectto 
¥ 7s _  . wdown onthe latest. change without notice. A ser- 

es vice of Infotainment World i in 

. San “— CA 4 






Be sure to get your parents’ 








f 
cos = 
wets tacarssnan: ot 


LENGTH AND COST 


permission to use the Hotli ne : . a 
if you are under 18 years of 














RE ANDIT SHOT: 


on oe 
& — 


Over 140 pages of in-your- 
face strategies and super 
@ silam-dunkin action for the 
Genesis, Super NES, Game 
(Gear, and Arcade versions! 
Become a slammin' NBA 
JAM expert! Over 1,000 
full-color game screens to 
Nei walk you through every 
version of NBA JAM! 





Ses — Fens = Sa4 
; \= = 
— 





A JANI NOW and 
treet Fighter Il 
i clo ce) ee) OU ie) ae 


(Limited time only) 


Don't forget to order your 
MORTAL KOMBAT 


ak and 
YAY ie r — Cel FAL 
oe ie Reece STREET FIGHTER II 
99.93 2 TURBO 
asl Strategy Guides ... 
complete with over 
160 action-packed pages 
of game-winning shots, 
| killer throws, and 
© 1994 Capcom USA crushing combos! 


- Written by the Editors of GamePro Magazine! 


-FREE Collector's Edition Poster in each book! ies 
Also available at BlockBuster Video, Toys R Us, Walden Books, B. Dalton, The Wherehouse, and Software Etc. 
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and # 


” pet Fares 


trashies 
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By Andromeda 






ED | In this impressive video game 
= iS) debut, The Incredible Hulk 
<=" faces off against the Leader and 
his battalion of bad guys. Five large, plat- 
form-style action/adventure levels, each 
with multiple paths, make for the bulk of 
Hulk’s game play. Your strategy is simple: 
Fight from one end to the other, subdue the 
Abomination, and face a final boss. 

As the Hulk, you have one of four energy 
States to contend with: Super Hulk, Hulk, 
Bruce Banner, and Hulk Out. The more 
beefed up the Hulk, the deadlier his moves. 

Good-sized, well-animated sprites really 
capture the Hulk and his famous foes. Solid 
background graphics and some interesting 
Story-line cut scenes round out the game’s 
comic-book look. Jazzy tunes are mixed 
with standard sound effects and some nice 
growls from the Hulk, but a little more vari- 
ety would’ve been nice. 

With all that, The Incredible Hulk’s sure 
to be a crowd pleaser, and these ProTips 
will help you steer the big guy through this 
challenging cart. 










fad 3% Sib, 


Graphics 


45 Adjustable 


Price not available Side view 

16 megs Multiscrolling 
Action/adventure Limited continues 
1 player 
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No Stone Unturned 


2a kh & 


cK &SLALLARAS 





" ‘ - 
/ a i al i aii es abt ai aa sm 
ii 


You don’t have to destroy every enemy. 
Often it’s safer and easier just to leap 
over them and head on your way. 





Lift phone booths, boxes, rocks, and oth- 
er obstacles and use them as platforms 
to reach higher ledges. 
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Stand on top of obstacles and let ene- 
mies leap at you. Then take them out by 
punching them as they jump. 


a —_— g ee aoe 
10SS ‘Ei 


You can use enemies aS weapons by 
tossing them into each other. 





Knock Down, Drag Out 












When you can, knock enemies into the 
water or off ledges. It’s a quicker way to 
dispose of them. 


Get Small 







Tyrannus's Lahyrinth 





Transform into Bruce Banner to crawl into this tunnel and grab a Coin. 





Short People 


i 


The Labyrinth is filled with jars that hold 
power-ups. Break ’em alll 


Face Off 





A 





Transform into Bruce Banner and take this tunnel, which is a shortcut to the sewer 


part of the level. 


Cash in 





Blast these rock faces to open hidden 
passages in the Labyrinth. 


Bridge over Troubled Wa 


oo 


5 = 









st above the first cannon, jump left, walk along the lower ledge, and you'll fall t 


rooftop with a Capsule and a Time Coin. 


Knock Out Dehorn Rhino 





To defeat this Abomination, always To defeat Rhino, crouch down and Up- 





crouch, wait for him to charge you, and percut him as he charges you. He'll reel 

then punch him. He'll be momentarily back and then charge again. Leap over Break through these blocks to snare a 
stunned, and then he'll go after you him, then turn and repeat the crouch-and- — Jar. Then walk through the wall to the 
again. Repeat this tactic until he kneels Uppercut move until you subdue him. right to find a hidden Face. Punch it to 
and gives up. create an important bridge higher up. 
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As Bruce Banner, creep into this hidden passage for a Gun, a 1-up, and a Jar. 


Exit Stage Right 


: 


fi. Carry this rock up to use as a platform to 
Se eee! pees peer reach an unreachable ledge. Break the 


blocks to reveal a Continue Coin. 


the blocks. Punch Put Time on Your Side 
the right. i: 


When you reach this point, 


Ou : 
__ the stone Face inside. Then | ee Dt ard bust through 


backtrack and head down and to 


Get the 1-Up 


After you pass the giant stone statue, 
you'll reach an area where you can climb 
vertically by leaping on platforms. At the 
top-left area, break through the blocks to 
discover a Capsule and Time Coin. 


When you reach this stone statue, there’s a 1-up on a ledge just above. 


S.W.A.T.PRO © September 1994 








To escape from the repeating maze in the 
Labynnth, leap up and to the left just past 
the three stone soldiers that are lined up 
in a row. You'll enter a secret passage. 


When you reach this series 
of stone Faces, don’t hit 
the middle one, or you'll 


drop to your doom. 


When you reach this section of the maze, leap up into the 
vertical passage, and some gap 
ou 
that lead to a hidden stone Face. : 
er Face at the other end of the passage. When ee . 
the end of the passage, break through the blocks . it 
left to grab some POWEr-UPS. Proceed right, break tne 


ond Face, and grab the T-up. 
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To defeat Tyrannus, leap and hit him when 
he’s not tossing puffs of magic. Stand di- 
rectly under him to avoid taking hits. 





Leader's Fortress 


The laser guns in the Leader's Fortress 
are deadly. Jump and punch them three 
times to destroy them. 


Where’s the Beef? 
q 






Bir 

matt 

ros 
. 


Power through these metal walls in the 
Fortress with a few blows. 
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Double Switch 





a Ticket to Ride 











Hit this switch 





Switch you 
reach, then 
Hulk can 
JUMP on the first a on these 
elevator and ride platforms, then 
to the top. grab the 1-up. 
Break through 
the blocks to 
find @ 1-up and 
Time Coin. 
Here's to Your Health Continue to the Top 





Use these platforms to 
Climb to a Continue Coin, 
Don't flip the Switch be- 
low fi platforms, or you 
won't be able to climb t 
the Coin. ; 





aE Po i 
ge wie eee 
* ; 
oe 


Break down the metal 
passageway. At the en 


health power -Up. 





r that leads to this vertical 


doo | 
d, you'll find a Time Coin and 
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diney Surpr 


i 


Avoid these jaws at all costs. They’ll drain 


away all your energy in a flash. 


The End 


To learn more about The Incredible Hulk, 





The Tooth Hurts 


Ki 





VAe 


fa rays) ; 
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various 


gates you'll need to navigate through this 


mazelike area. 


Wait until he almost 
his ball and chain, then 


Man 
iS a pain. 
dart in and Uppercut or punch him. If you 


ing 


IS 





Use these switches to release the 


4 
Th 





f 


ISSUE O 


C 


ima 


Strategies for the final cl 


battle, check out the September 


ing 


includ 





Pa 


Ons. 


you can 
| 


have enough time 
last each of his four 


swinging 


stops 


look for 


When you reach dead ends 


tonsil-like things 


and punch them 


hanging from the ceiling 
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*RULIPS 


By Quick-Draw McGraw 


The year is 2139, and the evil 
Dr. Mordecai Sahmbi is bring- 

- ing society’s worst criminals 
back in time to wreak havoc on the weak 
and defenseless. You, Darien Lambert, must 
battle through eight tough levels to stop 
him. This popular TV series has been suc- 
cessfully translated into a Genesis cart 
that'll provide hours of fun. These ProTips 
will make sure Time is on your side. 


ie 


Graphics Sound Control  FunFactor Challenge 


a4 40 
bese 


“dh, Wd, LLL 4 y Vi 
59/0) 9) a. 
4.0 4.5 3.5 45 


‘Adjustable | 
$59.95 8 levels 
8 megs Side view 
Action/adventure Multiscrolling 
1 player Sega rating: GA 
stl 












=< LOCATION| 


me eae 





Bag tons of valuable items in this hidden 
room in Location 1. First retrieve the key di- 
rectly undemeath the level's starting potrt, 
then find the first security guard. Jump 
Straight up, and you’re in coin heaven. 





Climb the fence to this hard-to-reach 
area to find an energy-replenishing heart. 
Discover other hidden items throughout 
the game by kneeling and shooting 
Straight ahead. 
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a. 





At the end of Location 2, Dr. Sahmbi 
wants to put a hole in you with his giant 
wall-mounted laser. He'll aim where he 
thinks you’re going to move, so constant- 
ly change the direction of your jump. If he 
nails you first, there’s a 1-up directly to 
the left of your starting position. 


my ue “ | ‘ . 4 - ) 
SS SLOCAIGN'S 







Shoot every pillar in the Smithsonian. 
When you blow a hole in one, walk 
through and grab whatever you find. 





The Wall of Spikes can be a real pain in 
the Trax. If you get past it, you'll breeze 
through the rest of Location 3. Go back 
through the level and pick up any missed 
items, especially this hidden 1-up. 


In lineation 4, you nee on a heavily 
armed helicopter, some rapidly shooting 
pods, and a grenade-throwing maniac. If 
that isn’t enough, you have to beat these 
enemies while putting the pedal to the 
metal on this super street bike. The helli- 
copter’s bombs cause the most damage, 
So accelerate when they’re dropped to 
outrun them. 


\ ares a gy Aen Sd 
irgate até Durty BaF} 





You can't kill these flame-throwing bad 
guys with your stun gun. Stun them once 
and then attack with a flurry of kicks and 
punches. They’re often guarding items 
like power-ups and hostages. 





This time, Dé SaAmbi will end the level at 
the controls of this crane. When the hook 
comes toward you, use your Time Stall 
and jump over it while constantly shoot- 
ing at the crane’s controls. 





eee Me ee ae 

See ak Reta SO ah 
This flying Pe of death” isn’t as 
tough as & app@ars. You can easily avoid 
everything it shoots, but watch out for the 
occasional rear attack. Jump right when 
the nose of the ship starts to glow, and 
you can dodge the shots. 





Boom! lf you defeat Dr. Sahmbi, you’re in 
for a light show that’s better than Zep- 
Delin at the Laserium. 


SLOCAIONY* 





When you're not avoiding traps, snakes, 
and spiders, look for hidden vines that 
will get you to hard-to-reach places. 
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After reaching the waterfall, jump down to 
the rope and climb across. You'll find a 
cache of special items, including a 1-up. 


“LOCATION SG 





This is the final stage, so stay alert! Look 
for alternate routes to avoid the three Bs: 
Bombs, Boulders, and Bad Guys. 





Dr. Sahmbi has nowhere left to run, and 
he will use his vicious suit of armor to try 
to stop you. Your only effective offense is 
to give him a lesson in martial arts, while 
your best defense is to just avoid getting 
stomped on. 
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SEGA CD 


fe Need thrills and chills with 
ry Si some puzzling problems 





ter scandal again, but Mansion of Hidden 
Souls, Play it, and you’re in for a perplex- 
ingly, puzzlingly, poltergeist-ly time! Vic 
Tokai has produced a clever and spooky 
imitation of Seventh Guest, the popular PC 
puzzles-n-poltergeists game, and if you’re 
looking for a good scary time with lots of 
eerie voices and strange sights, then look 
no further. 


Mansion of Hidden Souls 


(By Vic Tokai) 


a Sound Control 


ce, 
_— 7 stages 
CD First-person view 
Puzzler 3 save slots 
‘1 player 
42 


xe thrown in? No, not the Whitewa- 


FunFactor Challenge 





1: For your first order of business, grab 
the diary on this chair in the Study. 





2: Check out hex screen in the Billiards 
Room. It'll point out the location of the 
first key. 





3: Now it’s off to the Red Bedroom. 
Retrieve the key from under the pillow 
by this dresser and unlock the door to 
the Art Room. 
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4: Look behind this picture in the Art 
Room for the next key. 





5: Closely inspect the picture on the wall 
before you leave, and you'll find the 
Candle Room. 





6: Making sure that the moon on the 
wall is on your right side, walk into 
this candle and blow it out to open 
the secret door. 





7: Next, enter the Library, turn right, and 
remove this book from the shelf. The 
book reveals diagrams of the dart- 
board and candles. Turn left until you 
see the next bookcase and push for- 
ward to find another key. This key will 
let you out of the Library. 


i bi wey ie BOO)’ 


Candle 
Room 


Library Antechamber 


Library 
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8: Go into the Music Room and hit the 
Tuning Fork, 


‘ it 
‘ L = : 
: 
af ; a4 
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9: Look at the dartboard in the Billiards 
Room. Get the matches that are re- 
vealed beneath the dartboard. 





10: Return to the Candle Room via the 
entrance under the desk in the Li- 
brary Antechamber. 









@ UNLIT 


Light, then 
Light again 





11: Light the candles in the proper se- 
quence (see illustration), and a door 
should open. 


Secret entrance 
to Basement 





ig 20 21 23 
Secret entrance 
to Attic 
we 8 O 
= ae 
16 
Main Staircase 


Main Entrance 





Music Room 
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“yg | migreece : 
16: Go to the Music Room and search 
near the violin case on the left for 
the candelabra. 


12: Next, head to the Basement and 
enter the Flower Room. Turn left into 
the Main Chamber. Don’t get excited, 
but that’s your sister in that bubble up 
there. Turn left, then pick up the flow- 
er on the ground. Take it into the 
Flower Room. 












14: Tum left, move forward, and grab 
your sister. After listening to The 
Hunter, get out of the Basement. 


= 


17: Take the candelabra into the Study. 
Walk directly into the fireplace, using 
the candles to light the way. Turn left 


ieee! Le 
15: Proceed back to the Art Room and at the end of the passage. 


locate the watch behind this painting. 
You're on a timer now, so hurry. 


he ad 





13: Put the flower into this empty vase, 
and go back to the Main Chamber. 
The water should have drained out. 


wy Bt GO On) DM ei F678) i 






Secret entrance 
to Candle Room 


Dartboard @ 
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Main Staircase 
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Billiards Room 
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18: Walk to ne end of the hall unt you 20: Place the plaque in the wall and alad- 22: Go back to the Red Bedroom and 









ae ‘bump into the wall. A key will drop der will shoot down. Climb the ladder search the table for the crystal. Now 
- from the ceiling. and you'll be faced with three doors. return to the Attic. To save time, 
si jump over the bannister outside the 
Red Bedroom. 





19: Open the cabinet in the Study with 21: Enter the door marked number 





the key. You'll find a plaque with two three, and you'll see a mirror. You 
bunches of grapes on it. can't progress any further unless you 23: Now you’re faced with a series of 
have the crystal. doors. You can only proceed if you go 


through doors marked with a number 
three, or if the three numbers together 
add up to a number that is divisible 
by three. Too hard? Here’s the se- 
quence for those of you who are 
mathematically challenged: 3-33-777- 
345-333-12-27. When you're finished, 
use the crystal on the mirror, and you 
and your sister are home free! 





Flower Room 





24: Look, Ma! No wings! 





Sister 
Souls Room 





Basement Hallway 





Candle Room 
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2 Just as Trekkie fans anxiously awaited the final 
iA episode of TV's Star Trek: The Next Generation, 
 Trekkie gamers who read the July 94 SWATPro have 
been waiting to depart Fizaal’s Happy Haven, where we left off in 
Part 1 of our Star Trek: The Next Generation Strategy Guide. If you 
missed Part 1, we covered The Bridge, Tactical, and Mission 1: 
Codis Mu VI to Mission 4: Fizaal’s Happy Haven. In this issue, 
we'll cover the remaining missions and beam up some more 
game-winning strategies. And if these tips and tricks can’t help 
you “make it so,” look for the Level Select trick and passwords at 
the end of this guide. Engage! 





has forcibly boarded the 
Nakatomi, a freighter. The 
alien ship exploded as you 
arrived, and the Captain of 
the hijackers hailed you 
from the bridge of the 
Nakatomi. They are prepared 
sai Ml fo fight. 
ROE tho Makatomi's crew and take back the 
Ship, but these beings seem aggressive. Exercise extreme caution. 
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HIJACKED SHIP LEGEND 


C = Computer Key 


to C1 


D = Door Key to D1 
H =Hijacked Crew. 


Members 


= Laser Deacti- 


vation Switch 





V# = Vent Shaft 







(# signifies 
Vent number. 
Vent numbers 
will match cor- 
responding 
Vent numbers 
on different 








a gee reg” 


joor-Kev Collection Shoot the vent cover with your 
‘ Phasor. Beware of lurking 
Chodacks when you enter a 
new part of the ship. Send Data 
and/or Warf into these areas, 
Since they have the highest 
TAC and Strength Ratings. 


v8) @ 


C.. ea - 
v3 O65 





beam aboard the Nakatomi, 
two hijackers — both Chodacks 
— will attack you. Your Away 
Team should have high TAC 
ratings, which means they're 
proficient with Phasors. Your 
team members can quickl ae | 
neutralize the alien rel iol Key Point: You'll find many 
they’re aboard. The Chodacks  POWer-ups throughout the 
will yield Door-Access Keys Sti. Unless you need ‘em, 
after they're neutralized. The leave ‘em be. You may need 
keys will give you accesstoa _—‘@™M later in the level. 
room to your right and one to 

your left. 





ails aii 








——-A & oie PS 
Key Point: Neutralize the last 

——ee eee | = (WO Chodacks, and they will 
Key Point: After collecting the __Y'e!d two Door Keys. Proceed 
oe en Keys 4 ae to to the Main Control Panel at the 
insert them into the Computer northernmost point of the ship 


lots at th on Level 1 and insert the keys 
steer Ne 4a into the panel. All the ship's 










can ”» cree e ad ~ 





Key Point: To get past the Laser banks, have one member of the Panel. Thiswillactivatethe = 
Away Team activate the switch that reverses the laser’s direction. Panel, which allows YOULO ager can now locate the hijacked 
You'll eventually come upon a Computer Key at the end of each vate and deactivate laS@RS On « "oie arhees Nowdelitn 
room. Collect each key and head back, keeping at least one person ‘the id level. Leave your chat “tice trest oa 
at each laser-reverse switch to reverse the lasers on your way weakest character here to Chodacks lurking about. 


back. You must collect two keys in order to continue. switch laser positions on and 
SS Sa a ee te 





oe 


Key Point: After you find the hijacked crew members near the Key Point: The Vent Shafts are 
middle of the ship on the second level, you'll receive their thanks the only way through the ship 
and then you're outta there. at this time. To access them, 
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Key Point: io open hen massive 
door in front of you, position 
each of the four crew mem- 
bers in front of each of the 
four switches, then have them 
push the switches. 





Key Point: Keil first order of 
business is to collect three keys 
that'll give you access to a tele- 
port pad, which in turn will send 
you to each of the three moons. 
Each key resembles a switch, so 
to play it safe, push every 
switch. The first key is located at 
the end of the first corridor in 
the beginning of the level. 
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Key Point: For ‘ats passage 
through Room 1, which is full 
of hidden Teleport Pads, follow 
the path shown above. Send 
one crew member at a time, 
and you'll have no problems. 








Key Point: You'll come across five switches that seemingly have no purpose, then you'll hit What 
looks like a dead end. But neither are as they seem. At the dead end, have a crew member use their 
Tricorder, and you'll detect a weak point in the wall. Blast the wall’s weak point, and you'll find anoth- 
er room with a black void in it. 

Now the switches come into play. Pushing any switch triggers a series of pads to appear in the 
void. Push the switches in the following order (the switches are numbered sequentially one through 
five, starting with switch number one at the far left): four, two, three. Now look at the last picture 
above, which shows three LaForges. When you press switch four, stop where LaForge is at the top of 
the screen. When you press switch two, stop where LaForge is in the middle. When you push switch 
three, you're home free — sort of. You'll come to another dead end. Once again, use a Tricorder to 
find a weak spot in the wall and blast through. 

Now head north a few steps, and you'll come to a switch. Push it, and a path will appear across 
the void for the rest of the Away Team. 






Key Point: iemember that last bition you aestiot? It me a a 
locked door, which works on a sensor and will soon close. Put an 
Away Team member in the door’s path so it won’t close. Now 
have the crew member who was pushing the switch rejoin the rest 
of the team. 

You now must make your way through Rooms 2, 3, and 4, 
which are chock full of laser cannons. To get through Rooms 2 
and 4, send one crew member at a time into the room, walking 
down the room’s center to easily avoid the lasers. To traverse 
Room 3, simply go to the southernmost point of Room 2 as you 
approach Room 3 and stay along the inside wall. You won't be hit 
by any oncoming lasers — guaranteed! 





Key Point: You'll now approach aiibthes panel of five switches. As before, the switches will ariivaté hid- 
den pads in the black void in the adjacent room. The sequence is: one, three, four, five, four. Note the 
Safe points on the middle picture. From the void, you'll enter a room with a switch on the northwest 
wall. Push the switch and, as before, a path will appear across the void so your team can cross safely. 
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Key Point: You'll discover 
numerous Teleport Pads at the 
southern end of the level. Use 
the Legend to teleport safely 
across this obstacle. 





Key Point: |n the middle of your 
teleport hop, you must stop at 
the southwesternmost point of 
the level to collect Key Number 
Two. Continue teleporting after 
you've collected it. 





Key Point: Room 5 poses a haz- 
ard with its rising and falling 
columns, but you can easily 
negotiate this room by taking 
one Away Team member 
through at a time. Walk straight 
to the columns, then veer to the 
right until you reach a gap. Pass 
through the gap, then head 
north, and you're home free. 






Key Point: From Room 5, you'll 
enter a room with four switch- 
es on the north wall. Have each 
crew member push a switch at 
the same time to open the door 
to the east. Before you leave 
the room, pick up the third key, 
which is located on the north 
wall to the right of the door you 
just opened. 





Key Point: You’ | see t fice holes 
in the wall of the next room. 
Place the three keys you collect- 
ed inside the holes. In the 
southwestern part of this room 
are three teleport pads. Each 
goes to one of the Three 
Moons. The pad to the left takes 
you to Moon One, the center 
pad to Moon Two, and the pad 
to the right to Moon Three. Tele- 
port to Moon One now. 





Key Point: 77 ont One, you ul see a locked door and three off. 
color tiles. To unlock the door, position three crew members on 
each of the tiles. Now send your remaining crew member to the 
northeasternmost point of the level, where they'll find a switch. 
Have them push the switch and remain there. Send the other three 
members back to the World via the Teleport Pad. 


S.W.A.T.PRO ¢ 


Key Point: Moan Two’s first room also has a locked door. In the 
northeasternmost part of the room lies a momentary switch. Push 
the switch to open the door. Now send the other two members 
into the next room, where there is another locked door. Head to 
the northeasternmost point of the room, where you'll find another 
momentary switch to unlock the door. Now send your last mem- 
ber to the northeasternmost point of the next room to find the last 
Switch. Have him remain in the room after he pushes the button. 
Send the other two members back to the World and prepare to 


journey to Moon Three. 





Key Point: With two crew 
members left, you must solve 
the toughest puzzle yet. As 


one player steps on dark tiles, 


hidden pads appear, then dis- 
appear. Refer to the Moon 





ms Point: oe you arrive 
back on the World, walk north 


September 1994 


Three Map for the route to the 
switch. As a point of refer- 
ence, the crew member step- 
ping on the tiles should start 
on the dark tile directly in 
front of the walkway. Next 
head south, then west, north, 
east, north, west, south, east, 
and finally north. 

When the second member 
reaches the switch, push it and 
remain there. The other crew 
member must now return to 
the World alone. 


through the door, then west, 
and then south. You'll come to 
a Teleport Pad that'll transport 
you to an adjacent room to the 
south. Now have every mem- 
ber positioned on the Three 
Moons push their respective 
buttons. You can now take the 
Shard you came for. 


Switch 


BM = Beam Down 
Point 


BS = Blue Shard 


* 


1 


= Blast Here 


= Opens 
door 2 
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Found throughout 
the level 
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ENSORSB 


BEPENTI OR 


The IFD’s mysteri- 
ous administrator 
said you'd find a 
Crystal Shard 
here. Send an 
Away Team to the 
surface to locate 
the Shard. 





run i 






Key Points 


Don’t Shoot 

Key Point: [he Abominable 
Snowman-type creatures will 
attack you, but not with much 
ferocity. Shooting them only 
angers them so that they attack 
more aggressively. You can’t kill 
them, and they won't go away. 


Pull the Switches 





ae 





Key Point: Your first objective 
is to collect two Red Shards. 
To access many of this level’s 
areas, you must pull a switch. 
Since a switch on the right side 
of the level may open a door on 
the left side of the level, play it 
Safe: Pull every switch you 
come across. 





Key Point: Don't shoot at the patches that resemble smooth ice on the walls; guardians are behind 
them. Though they're not aggressive, they can still cause damage. Unfortunately, you must shoot at 
two patches to locate the two Red Shards. Refer to the map for their locations. 





e - « 


Key Point: [he first Red Shard is at the southernmost part of the 
level; the second one is just to the west of the center of the level. 
Refer to the map for their exact locations. You need both Shards 
before you can continue. 


The Blue Shard 





Key Point: Your final objective is to retrieve the Blue Shard. Refer 
to the Ice World Map and the Legend to see which switches open 
which doors and bridges. You'll find the Blue Shard toward the 
middle of the northernmost wall of the level. 





Key Point: Place the Red 
shards in the receptacles 
located on the Bridge Control 
Panel. Now pull the switch on 
the right, and a bridge will 
appear on the right. 
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Green Shard 





Key Point: Before you reach 
The Arena, you engage ina 
space battle with robot war- 
ships. The Green Shard is 
beamed aboard the USS Enter- 
prise before you defeat the 
aliens. Now the real test begins. 





The Test 





:| oe iy 


Key Point: You're attacked by 
three aliens as soon as you're 
beamed to The Arena. Don't 
shoot any of them. Place the 
Blue and Green Shards in their 
respective receptacles, and the 
Chodack and Romulan captains 
will be beamed away. 
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Arena dias 


A= Final Alien at Red 
Shard Receptacle 
B = Beam Down Point 





Recommended 
Away Team 





FILO Fes CODe 
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The Final Shard 





Key Point: The alien guarding 
the Red Shard’s receptacle will 
allow you to put the final Shard 
in place after you replace the 
Green and Blue Shards. 
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4.0 Adjustable 


) Side view 
ae Unlimited continues 
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DUPER NED 


PRULIPS 


By Bonehead 


Join Mowgli, Baloo, and the 
gang for some good platform 
action based on Disney’s classic movie. 
You'll swing through the trees, fly on giant 
parrots and insects, and do battle with jun- 
gle nasties like Kaa the hypnotic snake and 
Shere Khan the hungry tiger. Don’t be fooled 
by the colorful graphics, cheerful music, 
and cartoony subject matter, though - this 
is one tough game! Use these ProTips to 
avoid a bungle in the jungle. 





Graphics Sound Control  FunFactor Challenge 


Oe 


Adjustable 


$69.99 11 chapters 
16 megs Side view 
Action/adventure Multiscrolling 
60 













Bonus Bouncin’ 


Each of the five bonus levels has a 
different time limit, so keep checking 
the clock at the top as you bounce 
around for goodies. 


sam Gems 





Search carefully for hidden gems — they 
give you continues. This one is up in the 
trees just before you reach Baloo in 
Chapter |. 


A Bridge Too Far 





Look for the overhead olatform while 
Mowgli ndes the parrot at the end of 
Chapter Il. Push a block from the tree 
branches on the right and jump up from 
it to snag the platform's items. 


naa Komes Klean 





At the end of Chapter Ill, you face your 
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first boss, Kaa. His hypnotic rays arc to- 
ward you in a counterclockwise pattern. 
ony sia nail him with projectiles. 





After awhile, Kaa will attack from the 
tree trunk on the left and the hole at the 
lower right. Watch out for his tail! 


Push Comes To Sha 


>. S 











block dov 2 OF 
at the nigh “You cate out 
into position to use as a platform. 











Nearly everything breaks away in the Co- 


_Japsing Ruins, especially unsupported lightning to strike the tree. Grabithe 
ledges, so don't stand still resulting fire and use it against 
Me Gotta Go Now prowling Shere Khan. 





When you meet Louie again at the ana of After you nail Shere Khan a few times, 
LA Chapter VIII, he uses a new muttibanana he'll Start roaring at you and lunging 
In Chavler V, fly your parrot through faites attack on you. Bowl your projectiles at wildly. Jump into the tree branches for 


not over them - to scoop up hidden gems. _ him, and the ruins will eventually collapse temporary peo 


him. 
Wet and Wid! musi 
7 : Toucan ranigo 









As — up serous the Chapter \ Vl 
ithe chameleons with bananas, Be ready to jump wher you come upon 
a toucan in the Great Tree at Dusk. 
These birds quickly toss harmful projec- 
tiles at you. 








OVERLOOKING THE NOONLIT POOLS 
OF THE SLEEPING FOREST AS HE 
PASSES BY, MOWGLI FINALLY NEARS 
HIS DESTINATION. 


§ final journey. 


Bey you meet King Louie atthe pee of 
Chapter VII, scoop up all the nearby pro-- 
jectiles. Jump over Louie’s bowling balls Use this platform to get the gems in the 
and bananas and nail him when he's walk- — Jungle By Night, but don’t linger, or you'll 


SY The monkeys above can't hurt you. take a sudden dive. 
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By Bro’ Buzz 


The Peace Keepers is basic 
o Z: y) fist-and-feet-in-your-face stuff 

~ With good fighting action, sharp 
graphics, and even multiple pathways. The 
four main characters are out to plug the 
source of an army of genetic freaks. They 
possess six to eight types of offensive 
moves, a block, and the ability to run. 
There’s also an Angry mode, which makes 
your character temporarily invincible. With 
a Hudson Super Multitap, up to four players 
can have a boxing-ring battle royale. The 
fight to the finish will lead you through 
several routes. Explore them all for a 
ferociously good time. 


Sound Control FunFactor Challenge 


aaa9 B © ee 


Beginner 


Graphics 





Price not available 8 stages 
16 megs %-overhead view 
Beat-em-up Multiscrolling 
4 players (using Hudson 
Super Multitap) 








SELECT PLAVER | 





"I can olay as Norton or Orbot from the 
beginning of the game. At the Jaleco logo 
screen, press and hold down L, R, and 
A. Then pick the number of players. Nor- 
ton and Orbot will now be part of the 
team displayed on the Select Player 
screen. 


S.W.A.T.PRO © September 1994 


Don’t Be a Wuss 

If you and your bud need to up the chal- 
lenge level, switch on 2-Player Hit from 
the Options screen. That way you hurt 
each other if you aren't careful. 


: eS 





For a quick and deadly attack, double- 
tap Left or Right to Dash at an enemy 
and hit Y to fire a deadly Dashing Attack. 
For a handy defensive countermove, 
double-tap Away, then immediately 
double-tap Toward and hit Power Move. 


= 





Enemies t move rie’ your strike zone if you 
stand still. Use this strategy against gangs. 
Retreat into a corner with your back 
against a wall or find a nook to hide in. 


Pick a Powerful Team 








Norton and Orbot are the most powerful 
all-around fighters. Flynn’s a good sec- 
ond choice — he’s quick and deadly. Al 
and Prokop are the fastest with weapons. 
Finesse players who want a challenge 
should try Echo. 

















Photography by NASA, © Aris Entertainment, 1991 
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Technology has merged with 
Taat-le lat: iiels Mame lale Mmmore) gale) 0] 0-1-1 
have created virtual reality— 
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ae hernia Fant sp 
With timely features, dynamic 
columns, authoritative reviews 
and sneak previews, Electronic 
Entertainment will take you 
italcolelelaMe-]i Mm igl-Male)ac-t-) am) T-lom-lale, 
PC games. And on to multime- 
rolF-Mat-lee\c-le-Mmr-(eh'r-larerstemer-lanliare) 
systems, and accessories. CD- 
ROM, 3DO, and interactive TV. 
Whatever’s here today, and 
what'll be coming down the 
media super highway tomorrow. 


—., 


DON Gace Be 
With Electronic Entertainment. 
Because, if you don’t have it, 


you just won't get it. 
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Electronic [ Entertainme t. If | like what | see 
f not, I'll simply write ent on the invoice and | 


Electronic 
Entertainment 


THE ENTERTAINMENT RESOURCE °°"™ INTERACTIVE AGE 
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Electronic Entertainment 
P.O. Box 59710 
Boulder, CO 80322-9710 


049S4 


car pe | ae 
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fs, By Lawrence of Arcadia 
Jr 


ae ws Players who thought the 
Rass sy Jaguar was leaning toward 
“Z>" blah should rethink the direction 
of that lean. Tempest 2000 leads the charge 
onto the Jaguar, and fans of the arcade 
game will love it. For the uninitiated, this 
game rocks! Its animation is absolutely the 
fastest-moving of any game on any home 
system, and the music is even better than 
the graphics! These ProTips will help you 
survive long enough to experience all the 
wonders of Tempest 2000. 






Graphics Sound Control  FunFactor Challenge 


Aes w 


Adjustable 


$59.99 2 players 
16 megs First-person view 
Shooter 99 levels 

66 











Get a jump on your enemies to stay alive. 
Blast them while they’re still distant specks. 


iGires 
veVv? 


Ce 


a 





Your first kill is your most important, since 
it gets you the Particle Blaster. This multi- 
shot Blaster has a far greater range than 
your standard weapon, so after your first 
confirmed hit, stay in place and wait for 
the power-up crystals. 
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If you’re in trouble and you think you 
need the Super Zapper to escape, wait 
until the web fills with enemies. 





The most important power-up, the A.I. 
Droid, clears out all the bad guys. When 
you get it, hang in the corners and let it 
do the dirty work. 


webnte  wed 





The first warp is a 64-bit version of Pi- 
lotwings, the classic SNES game. Simply 
fly through the hoops and try to reach 
the end. Miss one, and it’s back to the 
webs with you! 


LLOTTL 
nd 
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The second warp is a stardust Ries 
killer. Gingerly balance the ship, keeping it 
on the green part of the track. Make it, 
and you advance. If you don’t make it, 
start wishing upon a star! 


- Whata Tangled 


Web We Weave... 4 4 





First Stage: B Blue 





The Blue level is a practice level for Tem- 
pest jockeys. You'll encounter standard 
enemies like web-crawling Red Flippers, 
So keep your thumbs limber. 


Second Stage: Red 





Things start to heat up in the next set of 
webs. As a matter of fact, they get red hot! 
Watch for faster enemies and more obsta- 
cles. Be especially wary of the Spikes as 
you move from one web to another. 


Third Stage: Yellow 


z0B¢tz 


POV VVVVV~ 





Not enough torture for you yet? You'll get 
everything you need for a total nervous 
breakdown in the Yellow web levels. 
Watch for Demon Heads and Yellow Mu- 
tant Flippers that shoot. 


Fourth Stage: Rainbow 





Forget about finding a pot of gold at the 
end of this Rainbow! If you survive to the 
end, you'll come out with a real treasure 

— your life! Look out for Mirrors, which 


“«» feflect your shots. 


Fifth Stage: Pink 





On this level, lock in the web view (press 
Buttons 2, 5, or 8 on the control pad to 
lock the web in place). You'll need all 
your concentration for the UFO-like ene- 
mies ahead, which jump out from the 
web and shoot you from behind. 


en a 
485817 





You’re gonna get it now! In the Orange 
level, everything and the kitchen sink will 
fly at you, so don't think it gets easier at 
the end. Mirrors and: UFOs are especially 
abundant, so conserve that Supercharger. 
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Last Stage: White 





lf you’re here: than right about now you 
probably have, a good case of the 
shakes, your hair is sticking out at funny 
angles, and there's about a case of caf- 
feine-soaked Jolt cola boosting your sys- 
tem. Well, it ain’t over, Rover. They pull 
out all the stops in the White level. 
There'll be more enemies comin’ at you 
than you can handle, but when you're 
done...if you’re done... 


The Beastly Mode 





...you'll play here. This mode is for only 
the best Tempest tantrums around. It’s 
called The Beastly Mode, and if you 
thought the rest of the game was hard, 
you ain't seen nuthin’ yet! When you've 
finished all 99 levels, press the Option but- 
ton at the Level Select screen. It’s too tem- 
ble for words. ..it’s too...well, it’s. . beastly! 
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By Lawrence of Arcadia 


Sy 


SEr 









Virgin has finally released a 
home version of this frighten- 
ing yet beautiful game that uses 
fantastic digitized images to tell the diabol- 

ic story of a rich man’s game...and the 
souls used to pay the price for playing. This 
puzzle/strategy/word game is probably one 
of the most innovative interactive games of 
all time. From its intriguing and sinister 
Story line to its fantastic imagery and brain- 
busting puzzles, 7th Guest has everything a 
serious puzzler could want. 


ws 


UES 








oh 
This puzzle is relatively « 

atively simp] 
Match up two skulls, ty ae 






Graphics Sound Control FunFactor Challenge 






pag ger foes ear the mes- 
Next stop: the Kitchen. Pick up the Go to the front door to h 


sage for Dutton, then try this puzzle. 


eeitlen 


3 7 Expert clues and leave. You have to get the worms to crawl to 
hg not available : ee _ a opposite point _ -_ wh 
Puzzle game Saves points open. Keep the 





as the last one Open. 
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Next stop: the Lib 


the Telescope, 


Next stop: the Game Room. 


rary. Go in and listen 


There is a Possible way! 
to the Conversation, then Walk over to 
























Take the secret entrance through the Li- 


brary’s fireplace, and you'll wind up on 
the second floor 











The game on Martine’s bed is Call 
"SS and 5s.” You have to move the cur- 
sor either three Spaces or five Spaces, 
and you can 90 forward or backvy 
Here's the puzzle jf you're too lazy: The 
Sky is Ruddy, Your Fate is Bloody. 


Next stop: Martine Burden’s bedroom 





ed 












on the pool 
sa . secret entrance OF 
zs precip canal take you to the kitchen. 
The trick to this puzzling C nae eee 
row W 
ueen on every hi 
a + none of the queens - wip 
—~ each other's movement. 
W 


you don't, here’s the solution. 
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Before you Play the Bishoo’ son 
PS game on 
the floor of Knox's bedroom, you'll see 


the replica of the base 
ent m 
{0 move around the aze. Use it 


basement. 











To win at the Bishop 


MOve all the white bisho 

| Ds to the o 
site end of the board while Moving ie 
the black bishops to the other end. 








This puzzle is like the old puzzles that 
made you put numbers In order but : 
gave you only one blank space to wo : 
with. You have to make the Grates loo 
like this to gain entrance to the Maze. 


Next stop: the Kitchen | 
The door that leads to the basement |S 


now ready to receive you. 
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The sink holds a secn = 
Li et ent 
brary. trance to the 





After finishing with the Bishops, go into 


Elinor’s bathroom. On the floor is a 
Knight's puzzle. It plays much like the 
Bishop’s puzzle. The white Dieces need 


to go where the black pj 
sce: 
VICe versa. Pp are, and 


Fis 









es next in the 7th Guest? Coffins, 


Whaat li Le 


dollhouses, Cans, 2 haunted piano, 
more. But if you've made tt this far, be 


content to escape with your life. 














T RAODIN C ARODS 
These Gards May Save Your Life 


Introducing Classic’s MORTAL KOMBAT Trading 
Cards with the tips you need to stay alive. 

> Highlighting the 100-card set are Classic's 
“Fighter vs. Fighter” cards, in which playing 
tips are offered on the seven Kombatants’ 
battle strategies against other video opponents. 
> Also featured are “Secret of 
Moves” cards with each 












Netti] olel oll eMmUlie U-Mitelaliats Reliclece 

Swe => “Story Line” pute at scenes from Midway’s 
’ MORTAL KOMBAT comic book, trace each 

»  fighter’s path to the MORTAL KOMBAT 
ZQMAAT Tournament. >In addition to the 100 cards, 
ys me Classic has inserted preview cards of MORTAL 


wasevg’ KOMBAT II with player tips for the 
4 | D TN newly released arcade game. 


©1994 Classic Games, Inc. ©1992 MORTAL KOMBAT® is a trademark of Midway® Manufacturin Bomwety. All Rights Reserved. Used Under License. Item #24100 Made in USA.NO PURCHASE NECESSARY. Open to U.S. 
residents. Enter by hand printing your name, complete address and telephone number on a 3” x 5" card and mail to: Classic MORTAL KOMBAT Sweepstakes, P.O. BOX 82059, St. Paul, MN 55182. Void where prohibited. 
To obtain full rules, by which all entrants are bound, send a SASE to: Classic MORTAL KOMBAT Sweepstakes Rules Request, P.O. BOX 82065, St. Paul, MN 55182. (WA & VT residents may omit return postage). 









- sight up Ane wall and be prepared to 
\ Oot, It’s invincible when it’s rolling, but 
nail if when it hits the wall 


NiO 


nULIPS 











Sheer Luck Holmes a 





Beware of the holes in the Loo which 


By Manny LaMancha 


Pp cS Mike Jones never gets a break. 
G rie aye After the ordeal of the original 
tH Star Tropics, he thought his 
adventuring was over and he could go back 
to being a teenager. Sorry, Mike, no deal. 
Once again, he’s into it with Zoda, 

Strangely passing through historical eras 
via the Oxford Wonder World encyclopedia. 
Mike’s in search of Tetrads, Tetris-like i ee st 
pieces that have some importance. And AD IEIRIIIER ner until you see 





When the Dok s raises | € hands, try to 
yourself in a cor- 





: opening that'll let you 
Mica keeps tuning in on his brain waves to =—- | sO EEE EES sah ak go on the offensive. Be happy if you get 
pass him messages. Some days, it just You can’t keep from falling through the a few shots in at a time. 
doesn’t pay to get out of bed! snow, so just enter each area and beat 


Zoda's Revenge: Star Tropics lis achal- 31) the animals. Keep track of the sym- 
reed envertire, one Giat'l put bitstors bols in the cave so you can get the i See 
on your fingers. To save you some medical : 
bills, we offer you some tidbits to help you Tetrad easier. The Gold Mine Is All Mine 


get through the chapters of the mysterious | 

book. Because Chapter 1 is just introducto- | FACE THE CACTUS IF vou 

ry, we'll pick up with Chapter 2. , | pei f Mg ai sheet ms hh ; 
Pizza for Cleopatra, No ' | i 


Caesar Salad 





Graphics Sound Control  FunFactor Challenge 


29/8) 3, 3 INT. 





Listen to the piano player in the saloon. 
He gives you a piece of advice about 
where to use the dynamite. It’s not as 





ph obvious as you'd think. 
9p 9 chapters 
4 megs Overhead view , . — 
Action/adventure Multiscrolling To get past these little creatures, press 
1 player Battery backup 


against the wall and in line with one of 
them. When it rolls toward you, move 
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eges €< tetLete - 
’ st. 
) Whe the hammer comes rm mete 
| sure you aren't pear the top of the room, 
\ or you'll find your word rocked. Jump be- 
Yfore it falls0 lessen its paralyzing effects. 


as. 


A Little Haly Trip 





Try to hit the balls into the hole one at a 
time. When you shoot one, it changes di- 
rection toward the shot, so be ready to 
move out of the way. Then you'll be able 
to free Da Vinci. 





As you hak your way thrdugh the maze, 
make a map, that leads ‘to the Tetrad - a 
good strategy throu Ss 
labyrinths. To save Aime, hit the middle 


trail at this fork for a quicker exit. 





In the top two rooms, Kiling the different 
colored ghost vanquishes all the ghosts 
and opens a room. 





Shoot the walls in this room, and you'll 
have a healthier outlook on Ghapter 7. 





Zoda-Y takes a nee but isn't eal vet 
He'll retum on the wing to take you on. 


At the Round Table 





veeveese 8§ ff 


When you hit your last enemy, you'll drop 
through the floor, perhaps onto spikes or 


away from the nght door. 
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This creature tosses fiery eanroriballe if 
you're directly in line with him. Shoot di- 
agonally to quickly blast him away. 


See the C-Isiland? 


veeeeevere 





Remember this <anad rot the ongifial 
Star Tropics? Shoot diagonals when hig 
mouth is open, alternating with jumps. 


RPM tg Fis tL OS 


DEEL TE 


Pier hie a 
_— 
A / 
{Zu ~ 
id 
hk, 


ree 
aS 

% 

Zee, 

e's 
ye 

& 

by 


SILLS ASS TL bal O04 





In this section you get to meet all the 
bosses yaw,just took on. 





. You'll be ily boar-ing = one . Zoda- Z's 
os 7 hits you. 
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WEAPON 


WAGTIGS 


Catch the Disc 


’ 2300 VP, < 
Pp Himter. oes EE RF oer ee 
ee | ee | 








paren 


The Disc is a great weapon because 
you can use it multiple times! Toss it 
and position yourself carefully so 
you catch it on the rebound. Also try 

playing catch with a friend and 
throwing it back and forth. 






















By Slasher Quan 


(Special thanks to Alex 
Jimenez and Eric Luther 
of Capcom USA) 






Just when you thought every egg was 
squashed, every chest burster was busted, 
and every Queen was dethroned, along 
comes Capcom with a new Alien game that 
makes the others look like child’s play. You'll 
waste a variety of different aliens (Warriors, 
Slammers, Arachnids, and the Queen herself) 
that have their own special moves. 

Don’t mistake this for a simple walkie- 
socky, though. Each character performs 
tons of different moves, and the only way to 
find them is sinking your quarters in and 
practicing. These ProTips will help you 
kick some acid. 


The machine gun mows down Aliens 
from a distance with great effectiveness. 
Zombies are also particularly vulnerable 
to it because each shot counts as a reg- 
ular full-force hit. 









Graphics Sound Control FunFactor Challenge 


2s 2s 28 2s . ne 
SF RS SS INT. ee 
5.0 5.0 5.0 £0 ehnadale se Pd 


Action/adventure Side view F 
3 players Multiscrolling ~t 
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Even if you have a special gun in your 
possession, you can still use your regular 
gun. Switch back and forth between 


them when you need to conserve ammo. 





When y you see a coinieoah = it's 
not doomsday, it’s judgment day! You 

just found the Super Shot! That’s a free 
nine-second shooting spree — go for it! 


See Go. 
es 


Don’t let up. When you knock an enemy 
down, follow with a slide attack or 
weapon shot to really hammer ’em. 








If you get knocked down, shake the stick  Deflect enemy shots by punching them 
left and right and hit the buttons to get out of the air. Time your punches precisely. 
back to your feet immediately. 


nai 


ay me 6 BLA 


por eS 
ie 
a) 





Cees | 


i = 


fej — — The Predators aren't ost iii ies a 
Execute Lt. Kurosawa’s Toe Tap by jump- weapons. Try coming in and attacking 
ing, holding Down, and hitting Attack. with multipunching combinations using 
Use this to stomp on the Queen boss in __ the Attack buttons. 
Round Four. You can score over six hits 

in one stomp session! 











es y 
Re. as % = 


yt ry) ak : ; ge 
=~ 


Well you mest the urea INL 
Round Five, grab the weapons 
fast! If you don't, they'll get *em 
and waste you first. 





Ob. 
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Break the Control Box 





Even though it looks like a lame Final 
Fight bonus stage, the Control Box scene 
Is very important. Break it fast with a lead 
pipe. If you’re too slow, you'll hit the ceil- 
ing and take massive damage! 


wi ast ae 





The Predator’s flying jump kick can 
take out entire legions of enemies at a 
time! Double-tap Forward, then hit 
Jump and Attack. 





The evil Ed tatbrs are big tre trove , they 
get in, so keep them out with gunfire. 

Watch for the triangular crosshairs — they'll 
show you where the Predators are aiming. 





Aliens’ names give you clues about their 


behavior. Arachnids jump, Smashers roar 
and then charge, Defenders block, and 
Wamiors fight head-on. 





When \ you see the final Queen’ S tail begin 
to hook down from the ceiling, get away 
fast. It'll impale you if you’re not carefull 











Spear Cyclone: pas unk and Attack 
Double Kick: Motion Toward, Dow 
and Attack 
Surprise Attack: Jump, spin the lever 
360 degrees, and — | 


Major Schaefer 
Cyber Lariat: Press jure and fae 






Vertical Smash: Motion Down, aa and ob 





Attack 


Earthquake Bomb: Grab ' 7 opponent, 
aki and pes Attack 


Disc Hurricane: Press Jump : and Attack 

Rising Uppercut: Motion Toward, Down, 
Up, and Attack — : 

Press and Nail: Jump, hold Down, and 
Attack rapidly 


Lt. Linn Kurosawa 

Mega Crush: Press Jump and Attack 

Ko-Ei-Kyaku: Motion Toward, Down, Up, 
and Attack 

Jyun-Raku-Tou: Jump, then hit Attack 
when near the enemy = 
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ONLY ONE WORLD CUP 


| ONLY ONE OFFICIALLY LICENSED 
WORLD CUP SOCCER VIDEO GAME. ‘ 
THIS IS THE ONE! 
World Cup USA ‘4 t brings the world’ largest single mest event to 
the United States. Now you can kick-off against all of 24 finalist 
teams for the 1994 World Cup. Battery back-up* allows you to save 
customized options and continue tournament play where you left 


off. With all the options, this game is easy enough for the beginner si 
or challenging for the expert. «eccccccccccccccccescccccecs Choose from your roster of 


players to substitute when one 
of your team members is injured. 





This game has lots of options! 
Customize your team and forma- 
tions so you can take on the 
worlds best. 


[gucci aca 
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“No Pain No Gain” and “Under The Same Sun”. ® 1993 Polygram Records, inc.; 
© 1993 Polygram International Publishing Inc., MCA Music Publishing and Beef Puppet Music. 
Available for Sega™ Genesis™, Game Gear®, Sega CD, 
Super Nintendo Entertainment System®, PC CD-ROM. 
t eg X Tatas eee Bt 5 * Sega Game Gear uses passwords instead of battery back-up. 
“Ciel ‘oti :: gh: eee Bett i eae Bice ot eae World Cup USA '94™ © 1991 WC'94/ISL. Sega, Genesis, Game Gear and Sega CD ore trademarks 
"ue elie ee cha - HARASS ae ee > —s x ne aie, 5 ‘ eer of Sega oa Lid. Super Nintendo Eneilenen System and the Ofc Seas are registered 
RSLs a ede a ; Se ee st, trademarks of Nintendo of America Inc. © 199] Nintendo of America Inc. © 1994 U.S. Gold, Inc. 





Gamerro 


8 x9 3/4” Code: Sonic 3 
















Secret of Mana Official Game Secrets 










nly strategy guide for Secret of Mana! 

ret of Mana anyway? What about the Mana 
lana Beast? This complete guide will 

ir questions with specific winning strategies 

will also find statistics on all monsters, 

nd bosses along with full-color composite 


ons, castles, and caves! 165 pages 
$14.95 


Code: Mana 31/2. @hie 


i) pages 
$12.95 
meee §€©Code: BK-12C 


led gilell ley & 


Recommended by the 
Top Editors at GamePro! 





Super NES Games Secrets, Volume 4 






, Uncensored Guide 
| Greatest Games for 









: oh guide also” 








er Star Wars! 
401 pages 
$12.95 
mye emia Code: BK-13C 
Super Mario World Game Secrets 
a & Zach Meston 
Expert! A complete 
ith hundreds of secret 


ords and strategies to 
eat all your friends at 


278 pages 
$12.99 


area Code: BK-4 





GEAMMEPAO Products Order Form 


To Order: 
Fill out product order form and mail to: 


GAMEPRO 
~ P.O. Box “P” 
San Mateo, CA 94402 


J Check/Money Order IVISA (J Master Charge 


Credit card No. Expiration: 
Signature: 

Name: 

Address: 


City:  =———————Cstsé«SS@tte: 








Zip Code: 


Please allow 6 - 8 weeks for delivery. 


¢ Complete the Order Form 


© Add $2.95 for shipping and handling for each book ($4.50 ; 
to ship outside U.S.). Add $1.00 for each additional book. 


e Add sales tax, residence of CA, IL, and NJ only (CA = 8.25%, IL = 6.25%, NJ=6%) 


Sega Genesis Games Secrets, Volume 6 


1 : 9 Barrera & 















te collection of the 
strategies for the 
‘there! Maser all 

y NBA JAM, Lethal 
mbat, Aladdin, 
urassic Park, Eternal 
et Fighter II: Special 
istar pemnes, John 
372 pages 

$12.95 oe : 
“ree mira Code: BK-12D 









Sega Genesis Games Secrets 
Greatest Tips, 2nd Edition 


Ul of the hottest tips and 
200 Sega Genesis titles! 





275 pages 
$12.95 
nire.e: aire Code: BK-16A 


= 5 
an 


to is to Canada, $7.95 


Qty. Total 





Subtotal 


Shipping 
Sales Tax (CA=8.25%, IL=6.25%, NJ=6%) 


Grand Total (U.S. dollars only) 







SAME GOLAN 


PRUTIPS 





ax By Bacon 


y\\ 


NE versions of this game, then you'll 
find nothing new in Spidey’s Game Gear 
world. Per usual, you solve an initial maze 
as Spidey, then, for each X-Man and Spidey, 
you tackle two more levels before facing a 
final boss. The action quickly becomes 
monotonous, especially since you have to 
re-solve all the mazes each time you run 
out of lives. Although decent graphics and 
sonic effects make the cart inviting, the 
controls will quickly frustrate you. The real 
challenge is finding a reason to keep 
replaying the early levels until you reach 
the end; these tips will help you beat a 
quick path to the final showdown. 





Graphics Sound Control FunFactor Challenge 


OO 





Intermediate 
$34.95 Side view 
Action/adventure Multiscrolling 
1 player Sega rating: GA 
11 levels 
80 
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Spidey’s enemies fire in steady, rhythmic 
patterns. Time your attacks in a jump-n- 
shoot series that’s spaced between their 
fire. If the enerny is on the same level as 
Spidey, perch on the adjacent wall and 
fire rapidly — you can usually Qlaliteve 
them before they can attaghe : 


An Electrifying Ride 






As Qfclops a the mine carts, point his 


optic blasts*down to clear the electrified 
trecks of land mines. 
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To quickly polish off Apocalypse a 
end of Wolverine’s first level, co Te) 
leap around to stay behinid.him and slash 
him in the back. 


Storm Warning 





Don't rashly blast open each water- 
release valve. Take a few moments to lo- 
cate the air bubbles or the surface of the 
water so you can fully recharge Storm’s 
air bar before flooding the area. Then 
shoot open one valve, recharge her air, 
and look for the next’valve, 











To quickly blast thfgught 
perch on the edgeefdfie 
them. The distance [S"tiswia 
Clearing enough blocks to et Gambit by. 


15980 Chaney 
Huntsville, 


Midway Manufacturing Co. 1992. Street Fighter II i$ a registered trademark of GAPCOM, Inc. 1993. 
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When you achieve your best score on 

SNES, Genesis, Sega CD, Duo/T ee ee 
Boy, or Game Gear game, you may submit your score 
by sending us a photo of the screen. If you have the 
highest score, your name will appear in our next issue 
of SWA TPro. Also, in each issue of SWATPro a draw- 
ing will be held from all high scorers’ entries, one in 
each area. The winners will receive a T-shirt, 

For best photo results, turn out the lights in the 
room, use a 35mm camera with a flash, and stand 
at least three to four feet from the screen You can 
also use a video recorder or camcorder and submit 


your score on video tape. (Photos 
not be returned.) | ideas 


eR 


wy a 
tes 
ode 
ieee | Game Player Score 
1942 Paul Matthews 727,131 
=, | 1943 Stephen Krogman 2,927,100 
=| 720 Degrees Conrad D. Cheslock 365,400 
Abadox Mike & Nick Aubrey 493,730 
” ys A Boy and His Blob Jason Turka 157,015 
Addams Family Stephen Krogman 1,034,200 
A 7 Adventure Island Steve Pavlina 613,320 
ae Alien Syndrome Stephen Krogman 999,000 
. ‘1 Alpha Mission Michael Suggs 425,000 
American Gladiators Mike & Nick Aubrey 239 
Anticipation Danny Cincone 410 
3 Arkanoid Stephen Krogman 999,990 
sd Bad Dudes Danny Cincone 260,600 
G Balloon Fight Tony Shivley 991,250 
3 Bart vs. the World Jeff Adkins 172,000 
. Battletoads Chris Mamitag 999,999 
, i! Bayou Billy Peter Boadry 218,250 
) | Black Bass Fishing Darren Wilkes 25.5 Ibs. 
“ “on “| Bowling Cary Bell 240 pts 
*¢ “ oe Bubble Bobble Stephen Krogman 4 346,020 
“ » 2) Bugs Bunny’s Stephen Krogman 444 400 
7 ve Crazy Castle 
Cu * Ar Bump ’n’ Jump Greg Shill 126,840 
- © , (| CaliforniaGames/ — Matt McGrath 94,445 
a) tative 
i% Cx 4 Chiller Alex Childress 1,307,100 
Contra Dan Kennedy 6,553,500 
ar ay Cybernoid Brian Davis 61,220 
et mF Dig Dug Stephen Krogman 250,000 
6 8) Digdug2 Stephen Krogman 612,500 
a a) Donkey Kong Mike Aubrey 196,200 
as . ¥ Donkey Kong Jr. Michael LeJuez 438,400 
& | Donkey Kong 3 Buzz Morgan 744,000 
| ‘ —_|_ Double Dragon Miles Hardison 527,760 
: aig Double Dragon || David Wright 650,000 
. ~ : 3 * Dr. Mario Stephen — 9 999,800 
q ** 2 4s aa my, ek 
ok oe a fe ons a 


ena 


The following rules apply: 


1) Players must play the 
ust game continuously.For 
example, finding a safe corner, setting an 


joystick on auto fire to rack up points, and 


going on vacation is a no-no. Scor | 

es achieved 
through these kinds of tricks or scores that 
are impossible to achieve in normal play will 


be disqualified. 
2) Secret power-ups are allowed. 
3) Slow motion is discouraged, but will be 


allowed on certain games where our panel of 


judges feels slo-mo is necessary. 


Game 


Duck Hunt 
DuckTales 


Fist of the North Star 


Flying Dragon 

Galaga 

Gauntlet 

Gauntlet || 

Godzilla 

Golf 

Gradius 

Gyromite 

High Speed 

Hogan’s Alley 

Hollywood Squares 

Home Alone 

Ice Climber 

lronsword 

lron Tank 

Jackal 

Jaws 

John Elway’s 
Quarterback 

Joust 

Karate Champ 

Karate Kid 

Kickle Cubicle 

Kid Icarus 

Kid Niki 

Klax 

Kung Fu 

Kung Fu Heroes 

Kung Fu Master 

Last Battle 

Legendary Wings 

Legend of Kage 

Life Force 


Player Score 

Dwayne Julius 4.516,800 
Jeff Adkins 30,962,000 
Stephen Krogman 3,333,300 
Bobby Miller 77,748 
Michael Valenzuela 999 300 
Paul M. Davis 3,999 
Stephen Krogman 99,990 
Paulo Wageck 10,256,680 
Stephen Dent 18 under par 
Scott Lindsey 3,652,000 
Steve Menton 727,240 
Pam Weiner 62,168,700 
Steven Faust 983,500 
Ed Cavenaugh 20,450 
Peter Boadry 136,390 
Steven Faust 428,980 
Jeff Adkins 12,294,213 
Ed Van-Tilburg 1,180,900 
Stephen Krogman 999,980 
Mike & Nick Aubrey 20,730 
Nicholas Malandrakis 109-0 
Tony Grouzis 124,880 
Adam Albert 999,900 
Peter Boadry 557,200 
Stephen Krogman 11,111,100 
Mason Sheffield 9 999,999 
Sam Wu 557,700 
Stephen Krogman 14,370,950 
Mike & Nick Aubrey 28,200 
Stephen Krogman 11,059,200 
E. Charbonneau 580,210 
James O’Brien 133,000 
Conrad Cheslock 2,568,600 
Marques Olivera 7,136,940 
Stephen Krogman 1,999,940 
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4) Nonscoring games that ini 
you win by “finishing” 
require the same proof as scoring games. ‘ 
Finish” scores will appear only once. 


ee mail in your super-score proof and print 
na piece of paper your name, address, phone 


number, name of game, gam 
N , game system, and 
score achieved. Send your entry to: 


GAMEPRO Magazine 
Board 


ProChallenge 
P.O. Box 5828 
San Mateo, CA 94402 


Game 


Little Mermaid 
Mach Riders 
Marble Madness 
Mario Brothers 
Mighty Bomb Jack 
Millipede 
Monster Party 
Ms. Pac Man 
NARC 
Operation Wolf 
Pac-Man 
Palamedes 
Paperboy 
Pinball 

Pinbot 

Pipe Dream 
Popeye 

P.0.W. 

Rad Racer 
Rampage 

R.C. Pro Am 
Renegade 
Roadblasters 
RoboCop 
Robo Warrior 
Rock ’n’ Ball 
Rollerball 
Rollergames 
Rolling Thunder 
Rush ‘n’ Attack 
Section Z 
Shinobi 


Shooting Range 
Party Game 





Player 


Peter Boadry 
Steve Menton 
James Chisholm 
Danny Cincone 
Jeff Adkins 
Danny Cincone 


Nicholas Rohrbaugh 


Stephen Krogman 
Darrin Blazak 
Chris Spencer 
Stephen Krogman 
Stephen Krogman 
Glenn Stockwell 
Stephen Krogman 
Stephen Krogman 
Dan Schillinger 
Peter Boadry 
Peter Boadry 
Stephen Krogman 
Stephen Krogman 
Ricardo Rodrigues 
Robert Kazimer 
Shawn McTaggart 
Stephen Krogman 
Stephen Krogman 
R. Wayne Nitta 
Fred Stallis 

Peter Boardry 
Stephen Krogman 
John Orr 


John J. Whittington 


Justin Lee 
Ray Venosdale 


Score 


44,500 
448,860 
153,600 
560,230 

16,428,260 
999,954 
209,800 
495,630 

1,236,000 
1,172,800 
777,770 
719,900 
191,300 
999,790 
99,774,930 
1,986,650 
74,060 
366,400 
66,124 

42,999,963 
323,393 
281,200 
993,727 
666,666 

9,999,900 
99,252,030 
9,809,230 
64,500 
999,900 
1,182,600 
440,580 
300,300 
99,990 
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Game 
Silver Surfer 


"| The Simpsons: 
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Bart vs. The Space 


Mutants 
Skate or Die 
Sky Kid 
Sky Shark 
Snow Brothers 
Solomon's Key 
Spelunker 
Squoon 
Star Force 
Star Soldier 
Star Tropics 
Stinger 
Super Pitfall 


| Super Sprint 
1 Tetris 


Teenage Mutant 
Ninja Turtles III 


| Tiger Heli 


Time Lord 


~~ hie 


The Arcade Game 


= | Toobin’ 
"| Top Gun 
~ 4S} Total Recall 
“| Town & Country 


Surf Design 
Track and Field 
Trojan 
Twin Cobra 
Vice Project Doom 
Werewolf 


Whomp ‘Em 


Wings 


Wizards & Warriors 
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Player 


Peter Boadry 
Christopher Wall 


Teddy Meadows 
Todd A.Barber 
Bob Ostrovecky 
Stephen Krogman 
Jeff Adkins 

Jeff Adkins 

Glen Stockwell 
Jonathan Henry 
Keyy McKenzie 
Chris Wall 

John Whittington 
Glenn Stockwell 
Matthew Rutter 
Chad Okuno 
Josh Williams 


Blair Tuck 
Jimbo Lathers 
Enrique Gonzalez 


John Cicpiela 
Wayne James 
Brian Stark 
Ricardo Rodrigues 


Miles Hardison 
Rex Cottingham 
Stephen Krogman 
Timothy Markle 


Edouard Charbonneau 


John Azbell 


Conrad D. Cheslock 


Stephen Krogman 


4 Wizards & Warriors III John Azbell 


! + Yoshi 


World Runner 
Wrecking Crew 


} Zanac 


GEIVESIS 


Game 


| After Burner 2 
: a Air Diver 


Alien 3 


| Altered Beast 
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Arnold Palmer Golf 
Arrow Flash 


Back to the Future 3 


Buster Douglas 


Knockout Boxing 


Columns 

Cool Spot 
Crile Ball 
Desert Strike 
Dick Tracy 

DJ Boy 
Double Dragon 
Fatal Rewind 
Fire Shark 
Gadget Twins 


Adam Kline 
Jason T. 

Robert Trammel 
Dave Hanych 


Player 


Tony Constantini 
J. Zaremba 
Long Spencer 
Ken Pescatore 
E. Holowachuk 
James Geiger 
Danny Cincone 
Shea Lamb 


Heath Dalton 
Matt Frisu 
Justin Fisher 
James Geiger 
Amy Vandale 
Carlo Hizon 
Peter Boadry 
Long Spencer 
Long Spencer 
Jason Pickett 


Ly Ate 


797,250 
97,350 


127,300 
367,500 
874,700 
1,331,100 
17,095,550 
9,999,820 
12,012,210 
6,443,900 
6,090,000 
85,710 
3,318,800 
9,999,500 
276,550 
999,023 
935,500 


381,310 
3,039,880 
1,578 


1,586,350 
91,600 
999,810 
309,390 


1,193,099 
456,150 
671,560 
Finished 
999,900 
Finished 

1,016,000 

11,000,394 


Finished 
669,650 
999,900 
2,135 
36,783,810 


Score 


18,773,400 
93,352,000 
7,111,000 
11,655,100 
37 under Par 
854,520 
3,600 
22,250,080 


99,999,999 
178,820 
91,324,400 
3,216,400 
144,090 
1,836,100 
96,810 
2,272,800 
4,073,820 
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Gaiares 
Ghostbusters 
Hard Drivin’ 
Home Alone 
Home Alone 2 
James Pond || 
Jungle Strike 
Klax 

Kung Fu 

Lethal Enforcers 
Mercs 

Mickey Mouse: 


Castle of Illusion 


Moonwalker 
Mortal Kombat 
Ms. Pacman 
Outrun 
Pac-Mania 
Phelios 
Predator 2 
Pit-Fighter 
Revenge of Shinobi 
Shadow Dancer 
Sonic Spinball 


James Geiger 
Parrish Spinoso 
Richard Defino 
Marc Paulus 
Tony Constantini 
Bill Copeland 
Vincent Chelini 
Roger Gray 
Paul Botner 
Joe Pozzuto 
James Geiger 
Brian Schulze 


The Nintendo Hater 
Blade B. 

Tony Constantini 
Tony Constantini 
Long Spencer 

S. Krogman 

Long Spencer 
Brian DoBauki 
Carl Rizzo 
Stephen Krogman 
Sara Hammond 


Sonic the Hedgehog _Lester George 


Space Harrier || 
Spiderman vs. 
the Kingpin 
Steel Empire 
Stormlord 
Streets of Rage 2 
Street Fighter II: 


Special Champion 


Edition 
Strider 
Sunset Riders 
Super Hang On 


Nils Thingvall 
Long Spencer 


Long Spencer 
Steve Krogman 
John Moosreiner 
Tony Constantini 


Teddy Meadows 
Ryan Herlocker 
André St. Laurent 


Super Thunder Blade Brian Young 


Techno Cop 

The Terminator 

TMNT: The 
Hyperstone Heist 

Thunder Force || 

Thunder Force II! 

Truxton 

Whip Rush 

Wings of Wor 


SEGA CD 
Game 


Final Fight CD 
Time Gal 


Parrish Spinosa 
Long Spencer 
Nick Zimmerman 


Kellin Winslow 
Kellin Winslow 
Zubair Nadem 
Parrish Spinosa 
Stephen Krogman 


Player 


Nathan Holt 
Adam Dubicki 


SUPER MIVTENDO 


Game 


Alien 3 
Battletoads in 
Battlemania 
Contra III 
Darius Twin 
Final Fight 
Final Fight 2 
Gradius 3 
Mega Man xX 
Pit-Fighter 
Q*Bert 
Rocketeer 
Run Saber 


Player 


Peter Boadry 
John Azbell 


Jeff Adkins 

Edouard Charbonneau 
Jeff Adkins 

Jeff Adkins 

Lester George 

Caleb Rowe 

Carlton Barnes 
Stephen Krogman 
Mark Lund 

Chris Wall 


1,441,975 
12,371,000 
1:14:80 
87,200 
203,050 
13,964 700 
14,987,500 
3,569,815 
294,130 
24,591 
1,944 800 
136,300 


569,400 


19,314,000 
165,070 
11,905,880 
1,206,130 
99,999,990 
2,273,030 
1,827,380 
8,285,900 
99,999,990 
124,335,892 
1,241,990 
31,756,300 
157,150 


3,720,500 
999,990 
960,250 
794,305 


327,650 
455,100 
75,386,620 
11,789,400 
756,000 
155,870 
1,012 


9,088,210 
6,706,050 
2,255,330 
348,500 
752,970 


Score 


1,645,154 
1,493,000 


Score 


259,390 
Finished 


9,999 999 
4 303,300 
4,412,593 
5,098,506 
336,800 
Finished 
1,777,510 
999 999 
396,325 
426,500 
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Spiderman X-Men: 
Arcade’s Revenge 
Star Fox 
Street Fighter |! Turbo 
Super Adventure 
Island 
Super Black 
Bass Fishing 
Super Buster 
Brothers 
Super Contra 
Super Mario All-Stars 
Super Smash T.V. 
Super Star Wars 
Teenage Mutant 
Ninja Turtles IV 
Thunder Spirits 
U.N. Squadron 


Long Spencer 


Jim Ramey 
Long Spencer 
Stephen Krogman 


Jeff Thames 
Stephen Krogman 


Jon Andrae 
Long Spencer 
Rick Weis 
Annette Rich 
James Panetti 


Alfred Rasmussen 
David Graves 


DUO/TURBOGRAFX-16 


Game 


Alien Crush 
Blazing Lasers 
Bloody Wolf 
Bonk’s Revenge 
Cybercore 
Devil's Crush 
Fantasy Zone 
Fighting Street 
J.J. & Jeff 
Klax 
Legendary Axe 
Monster Lair 
Ninja Spirit 
Pac Land 

Side Arms 
Splatterhouse 


Veigues: 
Tactical Gladiator 


GAME BOY 


Game 


Alleyway 

Paperboy 

Raging Fighter 
Revenge of the Gator 
Tetris 


GAME GEAR 


Game 
Sonic the Hedgehog 


Player 


Barry Bowman 
Marshall Kwok 
Ken Shulin 

Daniel Delavera 
Terry & Ken Chu 
William Bowen 
Jonathon Hall 
Michael Campana 
C. Camera 

Mark Naruse 

Sir Game Master 
Michael Campana 
Jason Wong 
Daniel Delavera 
Chris Nygaard 
Rick Salverson 
Michael Campana 


Player 


Darsi Rash 
Kevin Adams 
Matt Sorensen 
R. Middleton 
Brad Davenport 


Player 
Kyle Trush 


2,819,970 


98,600 
1,047,042 
99,999,950 


13 Ibs., 110z. 
999 999 


178,740 
2,916,350 
79,896,440 
436,983 
1,421 


777,350 
658,500 


Score 


999,999,900 
99,999,999 
2,348,300 
620,900 
9,999,900 
999,999,990 
25,813,800 
264,400 
10,175,650 
9,270,130 
1,067,400 
128,130 
64,617,300 
2,641,810 
867,000 
228,600 
9,788,300 


Score 


10,322 
28,450 
1,769,000 
4,491,960 
623,205 


Score 
78,200 








to date: 
what will probably be the toughest Pro Challenge 


Super Metroid. 
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An Awesome Game Library! 
Even if you don’t win the first time 
around, don’t despair! We save all 
entries we receive for a huge grand- 
prize drawing at the end of the year. 
The winner will receive copies of all 
games featured in this contest 
(except arcade games)! 
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Break out the big guns for this one. 


Beating Super Metroid in two h 

less is tough. But if you do it, yout be 
rewarded with the game’s best ending 
and, if you're the first to send us your 
Proof, you'll score some hot prizes. This 
challenge is the toughest to date, and 
WIMPs need not apply. So remember to 
photograph or videotape the evidence 
and get those entries jn early. Good luck! 


Grand Prize: A Samus stand 
Ize: Up Cutout, 

oe as of any GamePro Strategy 

Ide, and a one-year subscrinti 
Sin y scription to 
Runners-Up: Ken Griffey Jr. Presents: 
Major League Baseball baseball Caps and 
GamePro’s NBA Jam Strategy Guide. 


September 1994 


ince this challenge is so tough, we'll 
ata you a little help. Here are some 
super Metroid strategies that'll give you 
some insight into beating the six bosses 
of Planet Zebes. Good luck! 


The Phantoon Boss 





Once you have the Grappling Beam, go 
to the Wrecked Ship by way of Crateria. 
Once inside, head down and to the right 
to battle the Phantoon Boss. To destroy 
the boss, fire Missiles into his eye. 


Kraid 


"3 li? wae | iy 

<p phytate ap bp 
Armed with the Spazer, return to the ele- 
vator to Norfair. Use a Super Missile to 
blast through the wall to the right of the 
elevator and continue right until you meet 
up with Kraid. His first incarnation is easy 
to defeat, but when he transforms into his 
true size, it’s a deadly battle. He’s vulnera- 
ble only when his mouth is open. Shoot 





Missiles and Super Missiles directly into it. 








Return to Norfair for a tough battle with 
Crocomire. Stock up on Missiles (a mini- 
mum of 40) and Super Missiles before 
your battle. After the elevator, use the 
gate to the left. Proceed down and to the 
left, using Power Bombs to blast open 
gates. Then head down a slope to the 
right. When you reach the gate that leads 
to Crocomire, first climb up and use the 
gate on the right to save your game. 
Drop down to Crocomire and quickly 
move to the right, just out of his reach. 
Now rapidly fire Missiles or Super Mis- 
siles into his mouth whenever it opens. 
To destroy this beast, you must back him 
up until the ground beneath him crum- 
ples. Don’t let him touch you (you'll lose 
too much ground). 


Doreigon 





After you defeat the Vor Boss, journey 
down and to the right until you reach the 
lair of Doreigon. Destroy the two enemy 
generators on either side of the wall and 
then fire Missiles and Super Missiles at 
Doreigon’s stomach. 


S.W.A.T.PRO e¢ September 1994 


Ridley 





Defeating Ridley is fairly easy. When Rid- 
ley fires at you, use your Screw Attack 

to become invincible. When he stops 
shooting, land and fire your Missiles as 
fast as you can, targeting anywhere on 
his body to inflict damage. Repeat this 
tactic until the big guy’s dust. Like other 
bosses, Ridley’ll yield power-ups as soon 
as he’s defeated. 


Mother Brain 





During your final conflict against the 
Mother Brain, you must fire Missiles at 
the glass dome surrounding her. Once 
the Brain is exposed, fire about 35 Mis- 
Siles at it until the Brain comes tumblin’ 
down. But it’s not over yet. Mother Brain 
returns to life, and it’s not pretty. Fire Mis- 
siles or a Charged beam at her head, but 
be sure to avoid her return fire. As she 
gets fed up with you, her Brain starts to 
sizzle. Then she fires a beam at you that 
drains you of all energy. 

When you’re on your last bit of ener- 
gy, a huge Metroid attacks the Mother 
Brain and drains her energy. The Metroid 
re-energizes you to full power, but Moth- 
er Brain also regenerates her powers and 
destroys the Metroid while you prepare 
for the Final Conflict. The fully energized 
Plasma Gun should be your weapon of 
choice. Fire as fast as you can at the 
Brain, avoid her shots, and you'll soon 
be rid of this Mother. 
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Well, from the lack of response, it appears 
that only the true experts came out of the 
woodwork for this one. The good news is 
that five of our readers came up with the 
same ways of reaching Akuma. Unfortu- 
nately, the solutions don’t work all the 
time. We'll share their solutions with you, 
and you can test ’em for yourselves. 
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1) Pick your favorite World Warrior, prefer- 
ably a quicker one like Chun Li, Fei 
Long, or Cammy. 


2) Now you must defeat every opponent 
without any continues or interruptions 
from a second player joining in. 

3) In addition to winning every match (you 
must win two of the three rounds to 
win a match), you must use a Super 
Combo on each opponent at least 
once during each match. 
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if you execute Solution #1 as prescribed, you'll 
reach Akuma about half the time. 


This alternative solution will work approx- 

imately 20 percent of the time. 

1) Start a game and when your computer 
opponent appears on-screen, choose 
the identical warrior (if the CPU choos- 
es Ryu, you should choose Ryu). 


2) After each match, insert another quar- 
ter and pick identical warriors. Continue 
this process until you reach M. Bison. 
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This method is an expensive way to try 
this trick, and as we said before, it only 
works about 20 percent of the time. But 
if you’re lucky, Akuma will appear and 
pummel M. Bison. 


September 1994 
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Grand Prize 


Laura “Blanka Be ” Cri 
Orlando, FL astess” Critzer, 







Runners-Up 

James Yee Toronto, Ontari 
, Untar 

Clive Wong, Fremont, CA | 

Cliff May, Laguna Nigul, CA 


Frankie Au-Yeun | 
9, San Fra 
Mario Martinez, | Paso, x a 





0, Canada 
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F SOCCER 04 


bed ( THE MOST POPULAR SOCCER 





SIMULATION IN EUROPE. 
NOW AVAILABLE IN THE STATES. 


| Championship Soccer '94 has ave, and its the most it Up, or” (es to = it fly out of control. 
intense game of soccer this side of the Atlantic. When thi , try some sliding tackles and diving headers. 
The Ball control is unbelievable. You can control ae spin, arc, But dont — a , OF Sa have to put in one of your subs 
and speed of your passes. So you can , ee women (and ; these guys are subs fora reason). 
lead other players, and even curve the | | 
ball around the defense. 
You can divide 51 international 
teams into your own league or 
cup woes oo we and even control 


the weather. Choose “muddy” to 
slow the ball down, “dry” to speed 1 Sega Genesis, SNES. 
“The only choice * 


“Frankly the best soccer simttr : ee, 
.._ AIM-YOUR PASSES WITH PINPOINT ACCURACY 51 TEAMS FROM AROUND THE GLOBE, WITH DIFFERENT 
lation ou re ever likely to see. TO ACTUALLY LEAD OTHER PLAYERS, LANGUAGES AND EVEN DIFFERENT WeaTHeR «FOr lie-hard soecer fans. 
“Frank: O EUS Editor of Total. 
TRADEMARK OF Son 


ark Ramshaw, Sega Power. 
CHAMPIONSHIP SOCCER “94 ©1992 2, 19 93 1994S SLE SOFTWARE. LICENSED BY RENEGADE. CHAMPIONSHIP SocceR “04 is DISTRIBUTED BY Sony Ia’ sESOF FT, 2100 COLORADO Ave., Santa Moneca, CA 90404. Sony REGISTERED TRADEMARK OF SC NY oor AP Wy IAG y Ete Nic 
P ‘ SIVE LICENSE TO SONY ELECTR CHAN p Soccer ‘O4 55 A REGISTERED TRADEMARK OF Sony ELECTRON PuBusHie Co. Au Ric tS RES ERVED. SEGA AND SeGa CD ARE TRADEMARKS 0 gooey RPRIGES LTD. ALL RiGHTS Resee 


ie cor ) BLISHEL iv Ecectronic Pusnishina Co. fom Renecane. CHavPionsH Soocen 04 
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~ Sataead be ogi If you dont believe us, take it 
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o have made it the most 
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ao Get out your No. 2 pencils - no 
talking! — and wait for the bell before you 
start. You have an hour to finish the test. If 
you finish early, put down your pencil and 
lay your head on your desk until the rest of 
the class is finished. Ready. ..GO! 


/ Got Your 


Nnger 





100 Pts. This arcade remake on the Atari 
Jaguar is about six years too early for its 
title. 

200 Pts. Nintendo’s driving game zipped 
along as one of the first SNES games. 
300 Pts. EA gave us this year’s model of 
body checking and slap shots on the 
SNES. 

400 Pts. Starting as an arcade game with 
a strange joystick, this skateboarding con- 
test later moved to the NES. 

500 Pts. Activision recently brought us 
futuristic swordplay in its techno thriller on 
the SNES. 


[nytt 


SHOU YINS 





100 Pts. This basketball game is the most 
popular arcade game to date — and a hit 
on home systems. 

200 Pts. EA sprung five-star — and five-let- 
ter - diamond play to the SNES. 

300 Pts. This game company has convert- 
ed the Ultima games to Nintendo game 
machines. 

400 Pts. Starting as a comical arcade 
game, it moved to the Atari Lynx and put 
you in the driver’s seat of a police car. 


500 Pts. Vic Tokai recently unleashed a 
tidal wave of a SNES game with an over- 
tumed ship. 


I-Sime 





100 Pts. This classic strategy game comes 
from Russia and is the pack-in for the 
Game Boy. 

200 Pts. Living up to its title, this 3D0 quiz 
contest is a departure from the normal 
game. 

300 Pts. Based on a movie with Amold 
Schwarzenegger, this sci-fi thriller was cre- 
ated for the NES by Acclaim. 

400 Pts. TeHQ currently has Genesis and 
SNES versions of this TV show out. 

500 Pts. TT] created a scroller with the 
design help of Syd Mead, who worked on 
the look of the movie Blade Runner. 
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Suyer Uuyer 


a 





100 Pts. Nintendo brought Samus back for 
this SNES action/adventure. 

200 Pts. The second Star Wars movie 
came to the SNES, courtesy of JVC. 

300 Pts. If tossing and kicking explosives 
at others is your bag, Hudson Soft’s multi- 
player SNES game is a blast. 

400 Pts. Bringing this PC combat game by 
Origin to 3D0 was no fly-by-night effort. 
500 Pts. He’s no bonk on the head, but a 
futuristic cousin on CD for the Duo. 
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Atari’s medieval strategy coin-op was broug 
to the SNES by EA. 





The dear doctor needs some hel 


his regular tests t P putting 
ether 
wants to see owe ee ee 


Of five related questions ( 


in games) and send 
WATPro, P.O, Box 









02. If your list is 


(Check your answers on page 94) 
lve never had to drop someone 
back a grade before, but... 
You're on detention, my friend. | 
want to see you after school! 

I’ve got a list of tutors in my 
briefcase. Remind me to make you a copy 
at the end of the day. 

I’m holding a study hall. A little 
brush up will increase your scores for the 
next test. 

You did really well, but you 
didn’t hand in your scratch paper so | could 
see your calculations. | took some points off 
for carelessness. 

Great work. You’ve got the 
best score of all the students. Now go up to 
the blackboard and explain to everyone 
how you got your answers. 


§ get 
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Barkley: Shut Up and Jam! 
By Accolade 


Graphics Sound Control FunFactor Challenge 


a aa\e m 


Intermediate 





ory ae view 

16 megs Side scrolling 
Basketball Passwords 

4 players (using Team Sega Rating: MA-13 
Player or 4 Way Play) 


Bubba ’N’ Stix By Time Wamer 
interactive 


C2) Sound Control FunFactor Challenge 


Intermediate 





== Side view 

8 megs Multiscrolling 
Action/puzzle Passwords 

1 player Sega Rating: GA 
5 levels 


Double Dribble: The Playoff Edition 
By Konami 


Graphics Sound Control FunFactor Challenge 


COEENSS INT. 





Intermediate 
$49.99 Side view 
16 megs Side scrolling 
Basketball Passwords 
8 players (using two Sega Rating: GA 
Team Players) 
ESPN Baseball Tonight 
By Sony Imagesoft 


Graphics Sound Control FunFactor Challenge 


SORE m 


Intermediate 
= ie views 
16 megs Save feature 
Baseball Sega Rating: GA 
° 2 players 
90 








Fatal Fury 2 By Takara 


Graphics Sound Control FunFactor Challenge 


OR on 





Advanced 
a 12 stages 
24 megs Side view 
Fighting game Sega Rating: MA-13 
2 players 


The incredible Hulk By U.S. Gold 


Graphics Sound Control FunFactor Challenge 


EIS) a. 





Adjustable 
Price not available Side view 
16 megs Multiscrolling 
Action/adventure Limited continues 


1 player Sega Rating: GA 





NBA Action ’94 By Sega Sports 


Graphics Sound Control FunFactor Challenge 


e\aieiaiw 


Intermediate 
ren Sees 





0 
16 megs Multiscrolling 
Basketball Battery backup 
5 players (using Team Sega Rating: GA 
Player) 
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Shadowrun 
By Sega of America 


Control! FunFactor Challenge 


Pea vr 





Expert 


First-person 
perspective 
Multiscrolling 
Battery backup 
Sega Rating: MA-13 


Star Trek: The Next 
Generation By Sega of America 


FunFactor Challenge 


ageiam 


Intermediate 





1 player 
Multiple views 
Sega Rating: GA 









. - eae 4 ts — ae ee ne a 
7 . "98 tee eee 
> ts ~ = <. = b= © 
roaeaks ey ees - J 2 7 ce = 
Bart he sd a i CS pie +» nn 


| eer Genesis Game ProFile 


Sylvester & Tweety 
in Cagey Capers 


(By TecMagik) 


Graphics Sound Control FunFactor Challenge 


ADJ. 


5.0 Adjustable 





Price not available 7 stages 





16 megs Side view 
Action/adventure Multiscrolling 
1 player Sega Rating: GA 


Time Trax By TeHQ 


Graphics Sound Control FunFactor Challenge 


BA wm. 





Adjustable 
me 8 levels 
8 megs Side view 
Action/adventure Multiscrolling 
1 player Sega Rating: GA 


BEST Genesis came Profile 


BET Virtua Racing 


(By Sega Sports) 


Graphics Sound Control FunFactor Challenge 


O38) 66m 


Adjustable 


$99.99 3 courses 

16 megs + SVP chip Multiple views 
Available June Multiscrolling 
Auto racing Sega Rating: GA 
2 players 











Cliffhanger CD By Sony Imagesoft 


Graphics Sound Control  FunFactor Challenge 


e332) INT 





Intermediate 
a 7 levels 
CD Multiple views 
Action/adventure Multiscrolling 
1 player Sega Rating: GA 
Dark Wizard By Sega of America 


Graphics Sound Control  FunFactor Challenge 


OO © INT 





Intermediate 
$49.99 Multiscrolling 
CD Passwords 
RPG Battery backup 
1 player Sega Rating: MA-13 


Overhead view 


Heimdali By JVC 
Graphics Sound Control  FunFactor Challenge 


3.5 Intermediate 





$49.99 ‘-overhead view 
CD Multiscrolling 
Fantasy/RPG 3 save slots 

1 player Sega Rating: GA 


BEST 


BET sega co Game Profile 


Mansion of Hidden Souls 


Ae] 


Graphics Sound Control © FunFactor Challenge 


aiaiale w 


Intermediate 





xi 7 stages 

CD First-person 
Puzzler perspective 

1 player Sega Rating: MA-13 





Mortal Kombat By Acclaim 


Graphics Sound Control FunFactor Challenge 


Seeow 


Adjustable 





Price not available Side view 
CD Multiscrolling 
Fighting game Sega Rating: MA-17 
2 players 

Racing Aces By Sega 


Graphics Sound Control  FunFactor Challenge 


Ba) 98) INT. 





Intermediate 
na Behind-the-plane view 
CD Forward scrolling 
Air combat/racing 3 game-save slots 
1 player Sega Rating: GA 
3 levels 

Revenge of the Ninja By Renovation 


Graphics Sound Control FunFactor Challenge 


OOK 


Adjustable 





Price not available 18 scenarios 
CD Multiple perspectives 


Point-n-click Sega Rating: MA-13 
1 player 
Third World War By Extreme 


Graphics Sound Control  FunFactor Challenge 


Bae @) Int 


Intermediate 





$49.95 5 scenarios 

cD Multiple views 
Military strategy Save feature 

1 player Sega Rating: GA 
Wing Commander By Electronic Arts 


Graphics Sound Control  FunFactor Challenge 


(8)9) 9) Bia. 


Advanced 
$54.95 Multiple views 
CD Multiscrolling 
Flight simulator Save features 
1 player Sega Rating: GA 
40 missions 
$.W.A.T. PRO 





Graphics Sound Control  FunFactor Challenge 





Aaa. 


Adjustable 
Price not available 2 players 
24 megs Side view 
Fighting game Multiscrolling 


Graphics Sound Control + FunFactor Challenge 


(8) 3), 8)ww. 


Adjustable 









nap wy view 
8 megs Side scrolling 
Soccer game Passwords 

5 players (using 

Hudson Multitap) 






Graphics Sound Control FunFactor Challenge 


@)e)918)u. 





ie Adjustable 
Price not available 2 players 
20 megs Side view 
Head-to-head Unlimited continues 
fighting game 


Graphics Sound Control  FunFactor Challenge 





LIL) Oa. 


Beginner 
Price not available 4 levels 
8 megs Side view 
Action/adventure Multiscrolling 


2 players Passwords 
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Graphics Sound Control FunFactor Challenge 


SClats 


25 Beginner 





Price not available 4 “fun zones” 


8 megs Compatible with 
4-in-1 game SNES Mouse 
1 player 


Graphics Sound Control!  FunFactor Challenge 


OOO 


intermediate 


= TV quiz show 
4 megs 3 players 


3 @) @) @) Challenge 


3 eS; 


oN. 


Price not available 7 levels 

8 megs Side view 
Action/adventure Multiscrolling 
1 player 


Graphics Sound Control FunFactor Challenge 


OKs ey 


Adjustable 
= 10 levels 
16 megs Side view 
Action/adventure Multiscrolling 
1 player 
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Graphics Sound = Control. =~ FunFactor Challenge Graphics Sound Control © FunFactor Challenge 


Graphics ~ Sound Control  FunFactor Challenge 


OR VOL OL 





C19) OIE) 





Intermediate Intermediate Graphics Sound Control FunFactor Challenge 
Adjustable Price not available 8 levels Price not available Overhead view rY 
$49.99 2 players 16 megs %4-overhead view RPG Muitiscrolling eo) go 5 ADJ. 
16 megs Multiple views Beat-em-up . Multiscrolling 1 player Battery backup = 
Baseball Save feature = — MOE es 
udson Multitap) Price not available 16 characters 


32 megs Side view 
2 players 


Graphics Sound Control FunFactor Challenge 


Pe) 


Graphics Sound Contr FunFactor Challenge 


Graphics Sound Control FunFactor Challenge 





Graphics Sound Control FunFactor Challenge 





aaa) m 


Adjustable 2.0 Intermediate 
cag 7 ee Intermediate $59.95 1 player 
16 megs Side view Price not available 4 aaa (using 8 megs Overhead view 
Action/adventure Multiscrolling 24 megs Hudson Multitap) Action/adventure On-line help 20 Adjustable 
2 players Wrestling Side view = 
Multiscrolling re Price not available 9 stages 
y> oe” 8 megs Overhead view 
RPG Multiscrolling 
1 player Passwords 





Graphics Sound Control FunFactor Challenge 


Om 


@) j Control! FunFactor Challenge 





Adjustable 
Price not available 7 stages ADL 
12 megs Side view 
Action Side scrolling a 
2 players Price not available "ied view 
8 megs Multiscrolling 
Soccer Battery backup 
2 players 


fs) Sound Control  FunFactor an 


als) Sound Control FunFactor Challenge 





t A 
Price not available Overhead view I 
8 megs Multiscrolling 
RPG Passwords 
1to5 players (using Intermediate 
Hudson Multitap) pik TV quiz show 
4 megs 3 players 





Graphics Sound Control  FunFactor Challenge 
aees) INT. 
INT. ale) Sound Control FunFactor Challenge 
Intermediate 
S 0 2. 3 N. Price not available i views INT. 
$69.95 2 cae 8 megs Multiscrolling 


3S Sound @) FunFactor we 


Graphics Sound Control FunFactor Challenge 


OTe 


Expert 











Price not available 1 ae 
16 megs Side view Soccer Passwords Intermediate 8 megs First-person perspective 
Wrestling 4 players (using Fantasy/RPG Saves 
Hudson Multitap) a 1 ee y 
24 megs Muiltiscrotling 


Action/adventure Battery backup 


Graphics Sound Control FunFactor Challenge 


OT 


Graphics Sound Control FunFactor Challenge 


HOR io 


Graphics Sound Control FunFactor Challenge 


Ses ae INT. 





Adjustable Beginner 
$59.95 8 players Price not available 11 stages intermediate 
4 megs 4 scenarios 8 megs Side view 
Strategy/RPG Battery save Action/adventure Muttiscrolling $59.95 3 boards 
1 player Pinball Overhead view 
4 players 


Graphics Sound Control FunFactor Challenge 


eeleam 


Graphics Sound Control FunFactor Challenge Graphics Sound Control FunFactor Challenge Graphics Sound Control FunFactor Challenge 


QIOMIOTy Eko! 


sre Pye 7 ' 5.0 45 Intermediate 
ntermedia e 

a ri has $59.99 Sane ente view 
ie 6 scenarios $65.99 1 player Tr 1 player cD Multiscrolting 
10 megs Overhead view 8 megs Side view 4 megs Overhead view Football Battery backup 
Military strategy Multiscrolling Action/adventure Multiscrolling Card game On-line help 2 players 


Le aa) 2) INT. 





2 players Battery backup 
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Super Wing Commander 
By Electronic Arts 


Graphics Sound Control FunFactor Challenge 





SESE 


Advanced 


$59.99 First-person view 
CD Forward scrolling 
Flight sim Battery backup 
72 levels 


Twisted By Electronic Arts 


Graphics Sound Control! FunFactor Challenge 


eReau 


Adjustable 





a 4 a 
CD 90 squares 
Game show Multiple views 


Graphics Sound Control FunFactor Challenge Sound 


Oa ae). 


Control FunFactor Challenge 


aia m 


Intermediate ; Intermediate 
Price not available Side view $32.95 1 3 
CD Multiscrolling 2 megs First-person view 
RPG RAM save Fishing Passwords 
1 player 
Super Battletank By Absolute 


Graphics Sound Control FunFactor Challenge 


Graphics Sound Control  FunFactor Challenge 


ClO 


Intermediate 





me 10 missions 
1 meg First-person view 


Seam 


Adjustable 





$49.95 7 stages Tank simulation Multiscrolling 
Super CD Side view 1 player 

Shooter Multiscrolling 

1 player 


BEST Game Boy Game ProFile 


Wario Land: 
Super Mario Land 3 


(By Nintendo) 


Graphics Sound Control FunFactor Challenge 


Saisie m 


Intermediate 


—y> 10 areas 

4 megs Side view 
Action/adventure Multiscrolling 
1 player 3 save slots 






WCW: The Main Event By FCI 


Graphics Sound Control FunFactor Challenge Graphics Sound Control FunFactor Challenge 


aa o28 5 exp QEYO1S ADJ 


Expert Adjustable 





— .99 2 players (using 

1 meg Game Link) 

Wrestling Side view 
Multiscrolling 
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Graphics Sound Control FunFactor Challenge 


PCI 


™\ 4 megs 


Adjustable 
$39.99 Side view 
Multiscrolling 
Action/puzzie Passwords 
1 player Sega Rating: GA 
5 levels 


Graphics Sound Control FunFactor Challenge 


OR rou 


Intermediate 


7 maul ere view 
4 megs Forward scrolling 
Motorcycle racing Sega Rating: GA 

2 players (using Gear- 

to-Gear cable) 


Graphics Sound Control FunFactor Challenge 


ENC ye) %) ADJ 


Adjustable 





Price not available 5 levels 

4 megs Side view 
Action/adventure Multiscrolling 

1 player Sega Rating: GA 


Graphics Sound Control FunFactor Challenge 


Gegevs 





2.0 Beginner 
$24.99 4 play options 
1 meg Overhead view 
Card game Sega Rating: MA-13 
1 player 


Graphics Sound Control FunFactor Challenge 


COO 


3.0 Beginner 
ae 2 play options 
1 meg Overhead view 
Card game Sega Rating: MA-13 
1 player 
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Lee NT. 





Graphics Sound Control + FunFactor Challenge 


QO Ons 


25 Beginner 


$24.99 4 play options 

1 meg Overhead view 
Card game Sega Rating: GA 
1 player 


Graphics Sound Control — FunFactor Challenge 


OS 


oinner 
an not oe 2 courses 


2 megs Overhead view 
Golf Multiscrolling 
2 players Sega Rating: GA 


Graphics Sound Control  FunFactor Challenge 


CSee) w 


intermediate 
ap 3 play elas 
1 meg Overhead view 
Pool Sega Rating: GA 
1 player - 





Graphics Sound Control FunFactor Challenge 


Intermediate 


$34.95 Side view 
Action/adventure Multiscrolling 

1 players Sega Rating: GA 
6 levels 


C3) Sound Control FunFactor Challenge 


HO a) INT. 


Intermediate 
a 10 missions 
2 megs First-person view 
Tank simulation Multiscrotling 
1 player Sega Rating: GA 





Genesis 

POM MOA Ea «nce vce sews eeoewe cans 11 
PUGS Juxsupdaswoweenbancdens wadekes 18 
DARING: ecard sanwesnoenawowers 18 
Bulls vs. Lakers and the NBA Playoffs ..... 18 
El ocak neu ndnonianesasuecnnceied 6 
Disney’s Aladdin ................. 6, 10, 18 
Grind StONMGl . .. ose. cccaneauwaceses 6, 10 
Joe Montana Football .................. 18 
BU PAE DG PAs enews venanee ene ene annes 18 
RUCIO MACNINES «ons vccvencnarnnn anew ens ri 
Mortal Kombat .................0008. 6, 18 
DOCK Se yok kev edema coemenmnsl 6 
MAVENOS OF ONMNOUL cvcnw sawn mw ace mainn 18 
DUNO FOILG acancrasnesiamewsannvien? 6 
ee | 19 
BOG TE FROUENOG «0c cscevecsae veers 18 
Sonic the Hedgehog 2.................. 19 
Sonic the Hedgehog3 ............... 7.11 
SUCRSO RRORS sscnncsncucenexwaneen 19 
Super Street Fighter Il............... 28-30 
The Incredible Hulk ................. 34-39 
TO Ae sexncen tomeeeuandacanes 40-41 
ToeJam and Earl: Panic on Funkotron . .10, 19 
Zombies Ate My Neighbors ............. 19 
Sega CD 

Mansion of Hidden Souls ............ 42-45 
gL 7 
Ss: ie 11 
Super NES 

POAC ©. «xenssnwandewnosdccames 13-14 
Alien vs. Predator ...............00005. 19 
Cav Cn! s:texedennnsvanterean bowed 8 
PONIES HISION « cnscex ortmaceenme ve 58-59 
Enlist | i ee ae 8 
TRO WUE BOOK occa sceverceserenwe 60-61 


pe: |, 8, 19 
Lawnmower Man .................005. 12 
Lit |, a 12 
MDTUINGINDGL sac neexanxowenw eww ar 7,19 
PEM «oc eceneaasedreyedaxdaues 19 
NBA Showdown ..............0..00 eee 8 
AC ARUBGSMETDG o saw kaw wme ane sioareme nt 19 
Ces 8 
PEGG ROGGE vxeanseuneaweansemed 62-64 
OU oe 7,14 
eee ot ee 12 
SOChHIOIMANG co cc«nuxieanecaeeeennes 19 
Soldiers of Fortune .................0. 19 
Star Trek: The Next Generation ....... 48-57 
SECC FIOMION UL. weencdcataceavser ante se 20 
SSCL OMAN I! TUG 1c swe eweree nemere 20 
Super Castlevania IV ................05. 20 
SUNG MGCL «wae anc awe moe we 24-25, 84-85 
SOG TO vanywherancanceeswneeecas 7 
Super Street Fighter ll............... 28-31 
Teenage Mutant Ninja Turtles: 

Tournament Fighters ........... 8, 11-12 
ES UVOUG occccenteceetoirerernes 20 
WOES vexnccnavetvereraan tes 12 
3D0 
TOMLECIGSS nec ntevcencexeconewnays 9,14 
Jaguar 
CORIO +ceceeecoxewseeeeeeweaces 14 
TONES 2S cin ome iicc wun ameaucie mis 66-67 
CD-i 
TMG SRNGUESE cxcanenevawranewea wi 68-70 
Nintendo 
BattlettoadS ......... cc cece eee eee 20 
Mics 9, 20 


Gt de ones anoureamwaueanuawar wt 20 
Wega NaS vwurweceeaseaseeenerswnse 20 
MOGAINAOe cuscuscusnssesauesecseues 20 
SO WAS connewemnsncnwencesnnowenne 20 
Super Mario Brothers3 ................ 20 
Teenage Mutant Ninja Turtles Ill.......... 20 
GTECLES TAL, shat theres Sacre soheved ts hth feet nieve hte teeieat avert 20 
Zoda’s Revenge: Star Tropics ll ....... 12-73 
Arcade 
AEN CS. PIBOEIOY cies wes caw rownam es 74-76 
NBA Jam Tournament Edition ........... 16 
Super Street Fighter II Turbo ......... 28-30 
Game Boy 
Bram StOKers DPACUIE ..<scnnesansenves 9 
Bugs Bunny’s Crazy Castle .............. 16 
Cee ee 22 
Kirby's Pinhal LANG ccc snc cnwnawwaw sins 16 
Legend of Zelda: Link’s Awakening ....... 22 
Dy gh re re 16 
LES TENS o aveveevnearnaccvercaeds 22 
MONSLOMIUE, swsave cewseneunrexewecd 22 
POUR MONG onyevnennvanedendwxe tars 22 
BV CRe sdnstecatatervarevaseerast 22 
Te wderanetaseorwarcneaacssaerces! 22 
Game Gear 
PIS vartecsvcesenenneet stamens 22 
BAAN RONG: ceseuvestewceneecernss 22 
Hic a: |, 22 
POT OUNUEE  eetnsn wee anenadie nek anne 22 
Sonic the Hedgehog 2................06- 9 
Spider-Man and the X-Men in 

Arcade’s Revenge ................05 80 
SVG srnnsenvauwenatsnaedeenewsws 22 


Check Your Video 1a 





| Got Your Number! 
100. What is Tempest 2000? 
200. What is F-Zero? 

- 800. What is NHL ’94? 
400. What is 720? 
500. What is ¥-Kaliber 2097? 
Initial Thoughts 
100. What is NBA Jam? | 
200. What is MLBPA Baseball? 
300. What is FCI? 


94 ee 


400. What is APB? 
500. What is SOS? 


T-Time 

100. What is Tetris? 

200. What is Twisted, The Game Show? 
300. What is Total Recall? 

400. What is Time Trax? 

500. What is Terraforming? 
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They’re Super-Duper 

100. What is Super Metroid? 

200. What is Super Empire Strikes 
Back? 

300. What is Super Bomberman? 

400. What is Super Wing Commander? 

500. What is Super Air Zonk? 


Mystery Photo 
What is Rampart? 


rj, j en eu prre 
BRK SSues! 


SELETEP LV) 
The definitive source for the best tips and reviews of 
the hottest games for all home video game systems. far 
#16 (Nov. 90) Gremlins 2, Mega Man 3 
#17 (Dec. 90) The Simpsons, Handheld Buyer's Guide 
#18 (Jan. 91) Annual Superstar Sports Issue 

) 


( 
( 
#19 (Feb. 91) CD-ROM Games, Game Boy’s Mega Man 
#20 (Mar. '91) Comic Strip Games, Mickey Mouse 
#21 (Apr. '91) Super NES Preview, Double Dragon 
#22 (May '91) Battletoads, Game Gear Preview 
#23 (Jun '91) Sonic the Hedgehog, 16-Bit Buyer's Guide 
#24 (Jul. 91) Baseball Preview, TurboGrafx-16 Buyer's Guide 
#25 (Aug. '91) Super NES Buyer's Guide, Spider-Man 
#27 (Oct. 91) Star Wars, Super Ghouls ’N Ghosts 
#28 (Nov. '91) The Addams Family, Castlevania IV 
#29 (Dec. '91) Football Review, Bart’s Back 
#30 (Jan. '92) 56 New Carts Reviewed! 
#31 (Feb. '92) TMNT Ill, Genesis Buyer's Guide 
#33 (Apr. '92) 16-Bit Games for ’92, Basketball Blowout 
#34 (May 92) Splatterhouse 2 for the Genesis 
#35 (Jun. '92) Taz-Mania, Beat-em-up Special Feature 
#36 (Jul. 92) Alien 3, Sega CD-ROM 
#37 (Aug. '92) Sega CD, Exclusive Alien 3 Sneak Preview 
#38 (Sept. '92) Street Fighter |I Strategy Guide Insert, Pt.1 
#39 (Oct. '92) Street Fighter |! Strategy Guide Insert, Pt.2 
#40 (Nov. ’92) Street Fighter !! Strategy Guide Insert, Pt.3 
#41 (Dec. 92) Street Fighter !I Strategy Guide Insert, Pt.4 
#42 (Jan. '93) Street Fighter !I Strategy Guide Insert, Pt.5 
#43 (Feb. 93) Art of Fighting/World Heroes Special Insert 
#44 (Mar. '93) Sonic 2 Strategy Insert, Pt.1 
#45 (Apr. '93) Sonic 2 Strategy Insert, Pt.2 
#46 (May '93) Super Sports Roundup Insert 
#47 (Jun. 93) Super Star Wars Strategy Guide Insert 
#48 (July '93) Jurassic Park! Star Wars SNES Secrets! 
#49 (Aug. '93) Street Fighter |! Turbo Preview 
#50 (Sept. '93) Mortal Kombat, Street Fighter |! Turbo Insert, Pt.1 
#51 (Oct. '93) Super SF I! Turbo Insert, Pt.2, PLUS Samurai Shodown 
#52 (Nov. '93) Sonic Spinball and Sonic Chaos 
#53 (Dec. '93) Teenage Mutant Ninja Turties:Tournament Fighter 
#54 (Jan. '94) Mortal Kombat |! 
#55 (Feb. '94) Stars of 93 — Editors Choice Awards 
#56 (Mar. '94) NBA Jam/Game Gear Guide 
#57 (Apr. 94) Incredible Hulk/Sonic 3 Strategy Guide 
#58 (May '94) Making of Mortal Kombat || 
#59 (June '94) Virtua Racing, Mortal Kombat II Strategy Guide 
#60 (July '94) Super Street Fighter || (SNES, Genesis, Turbo Arcade) 
#61 (Aug. '94) Mortal Kombat II (SNES, Genesis, Game Boy, Game Gear) 
$5.00 Each (indicate GamePro and issue number on order form) 


‘ pve Secret Tips, Tactics, and Passwords for games 

eee, Nall video game systems. 
ose be Mme) # 9 (Jan. '93) Road Runner's Death Valley Rally 
eee #10 (Mar. 93) Sonic The Hedgehog 2 
“4 re fm #11 (May 93) Mega Man V 

ae " #12 (July 93) Road Rash 2 

#13 (Sept '93) X-Men PLUS Flashback Pro Strategy Guide 
#14 (Nov 93) Bubsy PLUS Flashback & Shadowrun Strategy Guide 
#15 (Jan '94) Super Street Fighter |! 
#16 (Mar '94) Mega Man X 
#17 (May 94) Sonic 3 PLUS Clayfighter Strategy Guide 
#18 (July '94) NBA Jam Strategy Guide 
$5.00 Each (Indicate SWATPro and issue number on order form) 


Shipping/Handling: 


U.S.A.: include $2.50 per copy. 
Canada: include $4.50 per copy. 


Back Issues 
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P.O. Box “P” 
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All orders MUST be prepaid. Allow 4 to 6 weeks for delivery. 


Credit Card: (J MasterCard L) Visa 

Card # 

Signature Exp. Date 
Name 

Address 


City State Zip Code 
Magazine Issue # Quantity Price foreach Total 


Total Number Ordered 

Shipping 

CA and IL residents add appropriate tax 
TOTAL 


International: include $7.50 per copy. 


GAMEPRO is a publication of International Data Group, the world’s largest publisher of computer-related infor- 
mation and the leading global provider of information services on information technology. International Data 
Group publishes over 200 computer publications in 63 countries. Forty million people read one or more Interna- 
tional Data Group publications each month. International Data Group’s publications include: ARGENTINA’S Com- 
puterworld Argentina, Infoworld Argentina; AUSTRALIA’S Computerworld Australia, Australian PC World, 
Australian Macworld, Network World, Mobile Business Australia, Publish!, Reseller, IDG Sources: AUSTRIA’S 
Computerwelt Oesterreich, PC Test; BELGIUM’S Data News (CW); BOLIVIA’S Computerworld; BRAZIL’S Com- 
puterworld, GamePro, Game Power, Mundo Unix, PC World, Publish, Super Game; BULGARIA’S Computerworld 
Bulgaria, Ediworld, PC & Mac World Bulgaria, Network World Bulgaria; CANADA’S CIO Canada, Computerworld 
Canada, Graduate Computerworld, InfoCanada, Network World Canada, Reseller: CHILE’S Computerworld Chile, 
Informatica; COLOMBIA’S Computerworld Colombia, PC World; COSTA RICA’S PC World: CZECH REPUBLIC’S 
Computerworld, Elektronika, Macworld, PC World; DENMARK’S Communications World. Computerworld Dan- 
mark, Macintosh Produktkatalog, Macworld Danmark, PC World Danmark, PC World Produktguide, Tech World, 
Windows World; ECUADOR’S PC World Ecuador; EGYPT’S Computerworld (CW) Middle East, PC World Middle 
East; FINLAND’S MikroPC, Tietoviikko, Tietoverkko; FRANCE’S Distributique, GOLDEN MAC, InfoPC, Languages 
& Systems, Le Guide du Monde Informatique, Le Monde Informatique, Telecoms & Reseaux: GERMANY’S Com- 
puterwoche, Computerwoche Focus, Computerwoche Extra, Computerwoche Karriere, Electronic Entertainment, 
GamePro, Information Management, Macwelt, Netzwelt, PC Welt, PC Woche, Publish, Unit; GREECE’S Infoworld, 
PC Games; HONG KONG’S Computerworld Hong Kong, PC World Hong Kong; HUNGARY’S Computerworld 
SZT, PC World; INDIA’S Computers & Communications; INDONESIA’S Info Komputer: IRELAND’S Computer- 
Scope; ISRAEL’S Computerworld Israel, PC World Israel; ITALY’S Computerworld Italia, Lotus Magazine, Mac- 
world Italia, Networking Italia, PC Shopping Italy, PC World Italia; JAPAN’S Computerworld Today, Information 
Systems World, Macworld Japan, Nikkei Personal Computing, SunWorld Japan, Windows World: KENYA’S East 
African Computer News; KOREA’S Computerworld Korea, Macworld Korea, PC World Korea: LATIN AMERICA’S 
GamePro; MALAYSIA’S Computerworld Malaysia, PC World Malaysia; MEXICO’S Compu Edicion, Compu Manu- 
factura, Computacion/Punto de Venta, Computerworld Mexico, MacWorld, Mundo Unix, PC World, Windows: 
THE NETHERLANDS’ Computer! Totaal, Computable (CW), LAN Magazine, MacWorld, Totaal “Windows,” NEW 
ZEALAND’S Computer Listings, Computerworld New Zealand, Network World, New Zealand PC World: NIGE- 
RIA’S PC World Africa; NORWAY’S Computerworld Norge, C/World, Lotusworld Norge, Macworld Norge, Net- 
world, PC World Ekspress, PC World Norge, PC World’s Produktguide, Publish& Multimedia World, Student 
Data, Unix World, Windowsworld; IDG Direct Response; PAKISTAN’S PC World Pakistan: PANAMA’S PC World 
Panama; PERU’S Computerworld Peru, PC World; PEOPLE’S REPUBLIC OF CHINA’S China Computerworld, 
China Infoworld, China PC & Communications Magazine, Computer Fan, PC World China, Electronics Interna- 
tional, Electronics Today/Multimedia World, Electronic Product World, China Network World, Software World 
Magazine, Telecom Product World; PHILIPPINES’ Computerworld Philippines, PC Digest (PCW); POLAND’S 
Computerworld Poland, PC World/Komputer; PORTUGAL’S Cerebro/PC World, Correio Informatico/Computer- 
world, Macin; ROMANIA’S Computerworld, PC World, Telecom Romania; RUSSIA’S Computerworld-Moscow, 
Mir — PK (PCW), Sety (Networks); SINGAPORE’S Computerworld Southeast Asia, PC World Singapore; SLOVE- 
NIA’S Monitor Magazine; SOUTH AFRICA’S Computer Mail (C10), Computing S.A., Network World S.A.. Software 
World; SPAIN’S Advanced Systems, Amiga World, Computerworld Espana, Communicaciones World, Macworld 
Espana, NeXTWORLD, Super Juegos Magazine (GamePro), PC World Espana, Publish; SWEDEN’S Attack, Com- 
puterSweden, Corporate Computing, Macworld, Mikrodatorn, Natverk & Kommunikation, PC World, Publishing 
& Design (CAP), Datalngenjoren, Maxi Data, Windows World; SWITZERLAND’S Computerworld Schweiz, Mac- 
world Schweiz, PC Tip; TAIWAN’S Computerworld Taiwan, PC World Taiwan: THAILAND’S Thai Computerworld: 
TURKEY’S Computerworld Monitor, Macworld Turkiye, PC World Turkiye; UKRAINE’S Computerworld; UNITED 
KINGDOM'S Computing /Computerworld, Connexion/Network World, Lotus Magazine, Macworld, Open Comput- 
ing/Sunworld; UNITED STATES’ Advanced Systems, AmigaWorld, Cable in the Classroom, CD Review, CIO, 
Computerworld, Digital Video, DOS Resource Guide, Electronic Entertainment Magazine (E2), Federal Computer 
Week, GamePro, IDG Books, Infoworld, Laser Event, Macworld, Multimedia World, Network World, PC Letter, PC 
World, PlayRight, Power PC World, Publish, SWATPro, Video Event; VENEZUELA’S Computerworld Venezuela, 
PC World Venezuela; VIETNAM’S PC World Vietnam. 
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ROBOCOP VS. 
TERMINATOR (GENESIS) 


YOU ARE WOW GRANTED IMMORTALITY... 
FROM IME M.I.T. NE THORK 






lf you wanna run faster and jump higher, 
you wanna be TurboCop. Here’s how 
you do it. Pause the game, then press 
A, B,C, C, B, A, C,B,A,C,B,A,A, A, 
\, C, B, C, A, C, A, C, A,B, C, B. 
Youl hear a Zippy sound effect if you did 








Now that you can run faster and jump 


start at the game's Trainer level. Move 
RoboCop to the far left of the screen and 
press Button C and Up to jump. You're 


from the game’s designers. 


S.W.A.T.PRO © September 1994 




















higher, wanna add total immunity to enemy 
fire? Once you're in the “TurboCop Mode,” 


now in the “Immortality Level,” where you'll 
receive immortality and a secret message 


‘yee nmcrbigtnae 


Ce eae ee Belo 5 ee ee REE ee me ane Ok ee ses Bn aE rae yale RE: 





Here’s a cool trick that’ll let you see the 
game as it was supposed to be. After the 
Trainer level, start a normal game, then 
press the Start button to pause the 
game. Now press C, B, A, B, B, A, B, B, 
C, B, B, C, C, B, B,C, B,C,A,C,C, A, 
A, A, B, B,B, A,C, A. Unpause the 
game, and skeletons and lady killers will 
join all the male enemies. You'll also see 
a new “Game Over” message. Extreme! 


























| YOUR WITS BETTER BE AS 
gs SHARP AS YOUR DAGGER. 















TM 
Al \ 
ee 
-R.R. Tolkien’s epic saga, The Lord of The Rings"”, Sauron and his siniste: ’ 
comes to life on your Super Nintendo Entertainment T fyou are one of the 7 y 
System. As Bilbo Baggins, you'll join The Fellowship Wee Cote trilogy, or if you’re new to The Shires you'll bs 
in their quest to find the one ring that has the power be captivated by this MitetesFelte fantasy adventure 
to destroy Middle-earth. You'll match your wits, your role-playing game. There is nothing like itonearth. 
SiemearcauamaaceM@eleimacralaliarca-teccilacimtatcrca ele eve! ZB 
e The largest use of rotoscoping in any SNES game ever e First action adventure RPG with multi-player real-time combat. 
produced— thousands of frames of rotoscoped animation. ¢ Friends can join the play or leave the game anytime, 
° Each character has his own unique personality and without interrupting or restarting. 
decision-making skills. 








The plot of the Lord of the Rings, characters of the hobbits and the other chatacters from the Lord of the Rings are @ 
Pim George Allen & Unwin Publisher L.T1.1966;1974;1979, 1981. 


‘ ; 1 
(©1994 Interplay Productions Inc. All rights reserved. Nintendo, Super Nintendo Entertainment System, Super NES ¥ ~ 
and the official seal are trademarks of Nintendo of America, Inc.©1989 Nintendo of America, Ine. Lord of the Rings f 2 17922 Fitch Avenue 
is published with the cooperation of the Tolkien estate and their publishers, Ges wee Allen & Unwin Publisher LTD ” Hi Irvine, CA 92714 (714) 553-6678 
ti ¢ 





Get today’s 
awesome, 


totally cool 
music, Hree! 


Music by: 
Bizarre Inc+ The Connells 
Culture Beat » Expose 

His Boy Elroy + Inclined 
Kris Kross + October Project 
Rozalla « Zhane. 











ANYWdINGS Nad LONd 


° ‘ te : 


Get this free CD or cassette of “Music you wanna have” when 
you buy any 2 specially marked Pilot pen packs. Choose 
from any of these totally cool pens and highlighters: Pilot’s 
Better Ball Point; Better Retractable; Precise V5 and 
-Spotliter Supreme. Get the details wherever you see a Pilot 
pen display. Follow the simple instructions printed on the 
pack. That’s all there is to it. 
You end up with the best pens 
you can buy and <u awesome PILOT 
CD or cassétte you don’t buy. | 
4 ad 


Offer expires March 31, 1995 and is good while supplies@ast. s 


ii gt 2 


